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Center sets the huddle 7 yards behind the ball. Get into the huddle quickly so Ше 
Quarterback can get the play called. 


Everyone has hands on knees, eyes on the Quarterback. Watch and listen to what the 
Quarterback says. The Quarterback may kneel down. The Quarterback must speak 
loudly and try to make eye contact with everyone. 


Keep huddle open so end men (tackles and wide receivers) can see and hear. 


The Center controls the formation of the huddle, and huddle discipline until the 
Quarterback steps in. Once the Quarterback steps in, he runs the show. There is no 
talking until the Quarterback breaks the huddle. 


Messengers should talk to the Quarterback behind the huddle. Players being subbed for 
should leave the huddle as soon as they get the message. “Lingering” or more than 11 
men in the huddle is a penalty. 


QB call example: Shift 
Formation: “Г Right" 
Movement (if any): *Zoom" 
Play: “Lead Draw Right" 
Snap Count: | “Оп 2 (repeat) On 2” 


“Ready Break” (all clap hands) 


“Check” Call = asking Quarterback to repeat the call. 


Breaking the Huddle: Y goes first. WR’s go behind the huddle. 
Hustle to L.O.S. and get set quickly. We 
only have 25 seconds to call the play 
then snap the football. 
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FIELD DIMENSIONS 


It is important for all players to know the exact size of the field. We must have a constant 
awareness of where we аге on the field — and where we are going — at all times. 


1. 


2. 


The field is 53 1/3 yards wide. 
The bottom of the numbers start 12 yards from the sideline and are two yards tall. 


The distance from the top of the numbers to the hash marks is 9 yards, 1 foot, 9 inches. 
The distance from the sideline to the hash marks is 23 yards, 1 foot, 9 inches. 


The distance between the hash marks is 6 yards, 6 inches. (The distance equals the width 
of the uprights of the goal post.) 


223 Yards 19" 
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CADENCE AND ALERT SYSTEM 


We are basically a non-rhythmic cadence team. Our cadence is broken into three (3) parts: 
(1) Set Command 
(2) Audible, Color and Number 
(3) Snap Count 


An example of a full cadence at the line of scrimmage would be as follows: 


(Set) Green 80, Green 80 Hut, Hut, Hut 
Set Audible Color & Number Snap Count 
Command 


]. Ouroffensive line will take a three-point stance immediately as they reach the line of 
scrimmage. The set command is a preparatory alerting command to initiate the cadence 
sequence. 


2. We will have the ability to snap the ball on the following counts: 


a) Second Sound: Set, Hut 

b) On One: Set, Green 80, Green 80, (Hut) 

c) On Two: Set, Green 80, Green 80, Hut, (Hut) 

d) One Three: Set, Green 80, Green 80, Hut, Hut, (Hut) 

e) On Four: Set, Green 80, Green 80, Hut, Hut, Hut, (Hut) 


3. Alert: We will have the ability to call two (2) plays in the huddle and select the play we 
prefer at the line of scrimmage. Example: In the huddle the Quarterback calls "I Right 
Pitch Rt Alert Bob Left on 2". 

At the line of scrimmage, he wants to run the Pitch. He calls: 
Blue 40, Blue 40 Hut, Hut 


If the Quarterback wanted to run Bob Left, he would call: 


Alert Blue 40, Blue 40 Hut, Hut 


RUNNING ВАСК$ 
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I RUNNING BACKS POSITION AND PHILOSOPHY 


А) We prepare not only against each individual team and each individual player, but we 


B) 


also must prepare against the game itself. To do this one must be verse in all the 
basic fundamentals of all aspects of the game: Run, Pass, Blocking and Receiving. 


The Characteristics of a Running Back 


1) The ability to attack the defense and defeat the first defender are the essential 
ingredients that I look for in a Running Back 


2) Asarunner you must think of yourself as a dominate player. 

3) Competitive speed is essential 

4) The ability to Burst and Accelerate are vital. 

5) Instinctiveness along with great decision-making ability is crucial 


6) Durability and toughness are a must 


H BACKFIELD STANCES AND STARTS 


A) The 2-point stance: Balance is essential 


B 


C 
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х 


1) 
2) 


3) 


4) 


5) 


6) 


Feet shoulder width apart, with the feet parallel 
The toes pointed perpendicular (straight) to the LOS 


A concentrated effort should be made to have the weight on the inside balls of the 
feet, heels just touch the ground 


The knees should be slightly bent 


The hands should be placed lightly on the thighs with the fingers relaxed and 
pointing down 


The head is held up, looking straight ahead 


The 3-point stance: Balance is essential 


1) 


2) 


3) 
4) 


5) 


6) 


7) 


8) 


The feet should be shoulder width apart and parallel to the LOS 


There should be an even distribution of body weight on the down hand the two 
legs 


Toe to instep relationship 
Back flat, eyes up, knees bent, shoulders square to the LOS 


The down hand is on the ground about 6 inches in front and in a straight line from 
the shoulder 


The free arm and hand is resting on the upper leg 
A three-finger bridge creates a more balanced distribution of weight 


Y ou must be able to shift your weight depending on the direction of the first step 
both mentally and physically 


Starts: Speed and quickness can be crucial between the big play and a mediocre play 


1) 


2) 


Develop а consistent balance in your stance to insure consistent movements in all 
directions. 


You must be consistent getting off with count and not at the count. 


1) 
2) 
3) 
4) 
5) 
6) 
7) 
8) 
9) 


10) 
11) 


12) 
13) 


14) 
15) 


16) 
17) 
18) 


19) 
20) 
21) 
22) 


HI BACKFIELD TERMINOLOGY 


1-2: Back is responsible for the two LB's or Safety to his side, used in pass blocking 
Aim Point/Landmark: A designated spot used in directing a back to initial start his action 
Area Block: a designated area the Back must find and block anyone in that general area 


Bubble: Offensive lineman has a LB aligned over him but of the LOS 


Chip: A block on an outside rusher by a back who continues on to his called route. 


Covered: Offensive Lineman has a down lineman over him. 


Crossover: Start with backside foot crossing over front side foot in initial direction 
CWM: Check With Ме | 

Drop Step: Use with 2-point stance, a short back step with backside foot to plant and push 
for maximum explosiveness when attacking the LOS 

EMOL: End Man On Line 

Gap: Change a blocking assignment between a Back and Guard when a covered guard has 
a blitzer in the Guard/Center gap. 

Hesitation: A quick shuffle from stance to delay the release 

Hot: Designated back or receiver key a defender to break off a called route if the defender 
blitzes or dogs. 

Jab Step: A quick step opposite the direction of the play 

Jump Step: A slight jump or pivot with both feet to the playside with hip and shoulders 
pointed directly at the aim point. Associated with stretch, power type plays. 

Lead Step: The 1" step directly at aim point 

LOS: Line of scrimmage 

Louie: Directional called by Center or QB that tells the Center and call side Back to block 


the #1 and #2 potential blitzers to the left. 

MDM: Most Dangerous Man 

MEC: Middle Field Closed 

МЕО: Middle Field Open 

Nod: Head fake on a defender then break opposite. 


23) 


24) 


25) 


26) 


27) 


28) 
29) 


Pivot ог Roll Step: Initial step with playside foot that brings the backside shoulder. This 


allows the RB to slow down his initial step and read the scheme. The 2" step is a short 
lateral half cross step. Usually associated with Belly type plays. 

POA: Point of Attack 

Roger: Directional called by Center or QB that tells the Center and call side Back to block 
the #1 and #2 potential blitzers to the right. 

Slide Step: Near foot slide step laterally followed by backside foot, should be 
perpendicular to LOS 

Speed Release: A quick release into the pattern as fast as possible 

Throttle: Tells a back to continue slowly through a zone without completely stopping 


Track: A pre-determined course for a run or block 


IV BALL EXCHANGE AND BALL CARRYING TECHNIQUES 


A) Run your course at pre-determined landmark, keep your eyes focused on the defender 
at the point of attack 5 


B) Тһе ОВ will find the pocket, don't slow down 
C) Do not grab the ball, allow the QB to seat the ball 
D) The Pocket: the main responsibility of the Ball Carrier 
1) Тһе goal is to form а lateral V 
2) The inside elbow of the top arm should be shoulder height 
3) Hand against the chest with the thumb pointed down to the tie area 


4) The pocket is formed from the top of the numbers to the belt buckle. The pinkie 
of the bottom hand is held approximately six inches off of the belt buckle 


5) Once the ball is placed in the pocket, fold over it, don't grab or clamp, take the 
ball by feel 


6) Whenever possible carry the football in the arm away from contact. Always keep 
the football in your outside arm when running near the sideline 


T) As a runner you should attack the defender with North and South running. Take 
all of the ground that is yours and then avoid the defender on a vertical path. 


8) One must learn to impose his will on the defense, always finish a run by falling 
forward and getting after-contact yards 


9) Most tackles are made from the inside. Keep your eyes up and run with your eyes 
which instructs your feet where to go 


10) The ability to run with your feet close to the ground enhances greater balance 


11) Most great runners know the defensive fronts and coverages and what they are 
trying to accomplish with their scheme 


У RUN BLOCKING PROGRESSION 


A) Philosophy: Your blocking ability, as a running back, plays a very big part in our 
basic attack. For us to consistently move the ball, we must be willing to block 
whenever the other back is carrying the ball. 


B) 


С) 


Run Blocking Progression 


1) 


2) 


3) 


4) 


5) 


Pre-Snap Look: Always take а PSL to locate your blocking assignment prior to 
the snap. On your first step, get your eyes on your man immediately. (Shoot 
Your Eyes) Vision is the most important aspect in blocking. You must locate 
the man and keep your eyes on him as he is not going to stand in one spot. 
Concentrate on your target. 


Stance: You must assume а good stance. А stance that will allow you to take the 
proper step in correlation with the proper approach and block being used. 


Approach: Each block has an initial approach and you must concentrate on this 
angle of departure. Once the ball is snapped and your man moves to play his 
responsibility, know that your approach must automatically adjust. Know your 
“Target” and attack the defender. Bend the knees — don't bend at Ше waist. Get 
in good football position by lowering the center of gravity by bending the knees. 


Contact: Be a hitter. Block through the man, not on the man. Keep your head up 
and eyes on target and hit on the rise. Don't stop your feet upon contact. Know 
whether to utilize hands or shoulder skills. To hit as you have to, you must have 
and maintain a good base under you. Keep your feet apart, approximately 
shoulder width. 


Finish: Finish your block by running through the man. In order to maintain 
contact you must keep your knees ben, head up, back at proper angle, and your 
feet moving until the whistle blows. 


Pass Blocking Progression: As a back moves the LOS after a pass play is called in 
the huddle, there should be a progression of thought in mind as to your assignment. 
The first phase involves your alignment; the second, protection; the third, release; and 
the forth, pattern. 


1) 


Alignment 

(a) No tip off 

(b) Adequate position for blitz pick up 
(c) Easy release when called | 
(d) Pattern to be гип\ 


2) 


3) 


4) 


Protection 

(a) Know the front 

(b) Know who you are responsible for within that front 

(c) Know alignment tips and individual tricks he may play 

(d) Always assume your man will blitz 

(e) Never move to a spot where you are out of position to pick up a blitzer 


Release | 

(а) Know where pattern designates you to release 

(b) Be aware of possible adjustments you must make 

(c) Avoid contact with offensive line 

(d) Know how quickly you are needed in pattern 

(e) Know the coverage (Man or Zone) — You beat man with speed! 


Pattern 

(a) Know what you are trying to accomplish by your pattern 

(b) Know if you are primary or secondary 

(c) Know when you are to adjust pattern (option-man) 

(d) Know everyone's route in the pattern 

(e) Know depth and width required 

(f) Be aware of yardage needed for a first down 

(g) Be aware of time remaining and the score. Do we need to stop the clock or 
stay in bounds? 

(h) Anytime QB scrambles, work back toward the side of scramble into an open 
area. When you get within 3 yards of sideline turn up. If deep work into open 
area. 

(i) After the ball is caught by another receiver, get into a position to block 


VI ВАСК$ PASS RECEIVING BASIC 


A) Know and recognize coverages: 


B) 


l) 


2) 


3) 


4) 


Learn defensive coverages as well as your own offensive plays. You must be 
aware of linebacker and secondary movement 


Study individual defensive personnel and look for their weakness, then take 
advantage of them 


Vs. man-to-man coverage use good moves in running routes. the tighter the 
defender plays, the better the fake or move must be. The looser the defender 
plays, the more the receiver must threaten to go deep. 


Vs. Zone coverage, sprint to the proper area of the zone with no moves to occupy 
LB's 


Receiving 


1) 


2) 
3) 
4) 
5) 
6) 


7) 


Do no run with your hands and arms outstretched. It slows you down and breaks 
your stride. Keep pumping until the last second. This will enable you to maintain 
speed to the ball. 

Learn o adjust to the ball in the air. Decide where it is going and go get it. 

Get your “head” around for the ball immediately upon your break 

Keep your eyes on the ball 

Never wait for the ball tó come to you. When possible, step back. 


Secure the ball after the catch, turn upfield and sprint for the goal line 


Keep two feet inbounds on a sideline catch. Always catch the ball first then stay 
in bounds. Never jump for the ball along the sideline unless absolutely necessary. 


A) 


B) 


С) 


D) 


E) 


ҮП ROUTE RUNNING VS. MAN COVERAGE 


Release Clean 

1) Anticipate the type of technique the defender will use to take away leverage 

2) Release directly at him, slightly inside or to the outside. Use head fakes to move 
the defender opposite the desired release path 

3) Use quick swim or rip technique to beat the jam 

4) Do not allow the defender to flatten your release 


Sell the Deep Route 

1) Run with good body lean 

2) Move the defender. Take him inside or outside depending on how he plays. Use 
break fakes, include the head and shoulders as well as the feet. also use a change 
of pace move to cause defender to hesitate 

3) Weave as you run as opposed to straight-lining-it without losing speed 


Separate from the Defender 
1) Do not telegraph your break 


2) Use the eyes to force defender to look for the ball 
3) Userip technique to get on the upfield shoulder and turn in if defender is square at 
break point or uses a slide technique if he jams you 


Explode Out of the Break 
1) Don't cross over 


2) Run away from the defender. If coverage is tight, come slightly downhill 


Catch the Ball 

1) Don't wait on it. Go get it. High, low, inside or outside come down with the ball. 
Reach at the last possible second. Hands and arms must be strong. Defender will 
strip arms or the ball 

2) Secure the ball before running. A catch is not a "catch" until you put the ball 
securely away 


WIDE RECEIVERS 
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EACH RECEIVER MUST KNOW THE FOLLOWING FOR EACH PLAY, RUN OR PASS. 


1. 


12. 


13. 


RECEIVER ALERTS 


SITUATION 

A. DOWN AND DISTANCE 

B. FIELD POSITION 

C. PASS - ЗОНТ ADJUSTMENT 
FORMATION 

A. RIGHT/LEFT ಕ 
B. RUNNING/PASSING STRENGTH 
C. VARIATION/MOTION 

PLAY 


A. BASIC 
B. VARIATION 


SPLIT RULE 
P.S.L. (PRE-SNAP LOOK) 

STANCE 

RELEASE (ANGLE OF DEPARTURE -CLEAN/HELD UP) 
R.O.M. (READ ON THE MOVE) 

ADJUSTMENTS TO THE SECONDARY 

PATTERN - BREAKING POINT 

KNOW THE ELEMENTS OF THE ZONE COVERAGE. 
KNOW THE ELEMENTS OF MAN COVERAGE. 


KNOW THE ELEMENTS OF COMBINATION COVERAGE. 


Em 


BASIC PRINCIPLES ОЕ PASS RECEIVERS 


и оо и 


Always assume man to man coverage. 
Our Number 1 priority as a receiver is to CATCH THE BALL. 


We must continually attack the defender: the defender must always see the receiver as an 
upfield threat. 


Our stance must always maintain itself, especially when we are tired. No excuse fora 
sloppy stance. 


After the catch — split the defenders, get upfield: Run N-S, not E-W. 


The run after the catch will amount to 5094 of our total passing yardage at the end of the 
season. 


If another receiver catches a pass: turn and block the man covering you. Don't block 
behind you. NO CLIPS. 


Always assume that you are the primary receiver. Don't tip a defender by only running 
full speed when you are the primary receiver. Every receiver is primary. 


To be a good receiver is an ART. It takes time and effort. 


: Always look the defender in the eyes. 


Strive to be a graceful and fluid receiver. Everytime you go upfield you should look the 
same: smooth and graceful. 


As you move upfield we must avoid the following tip-offs to defenders: 


a. Running with your head down, then looking up as you prepare to cut. 

b. Running, looking the defender in the eyes then dropping the head and eyes as you 
Prepare to cut. 

c. Arms that fly out as you cut. 

d. Raising the head and shoulders as you prepare to cut. 


Concentrate on the stacifics of what you do (on film) as well as the results of the catch. 


14. 


15. 


16. 


17. 


18. 


19. 


20. 


21. 


22. 


23. 


А move 15 a definite change of direction: like a post-corner. 


А nod or weave is a very slight change of direction: we never lose speed оп a nod or 
weave. 


The most important part of a play call is the (prior to the snap of the ball) 6 seconds from 
the time we leave the huddle to the snap of Ше ball. After we leave the huddle to the 
snap here is what we must know: 


Assignment 

Formation — Alignment — (Motion if called) 
Split 

Recognition of Zone or Man if pass is called. 
Blocking assignment if run is called. 

Route conversion on pass call (if needed). 


m e pe. o р 


Part of running good routes is being able to recognize alignments with coverage. Keys 
on reading coverage: 


a. Corner lines up slightly inside of you and faces you up: Man. 
b. Corner is looking at the QB and standing tall: Zone. 
с: ба ейев are deeper than normal: Zone. 


Clear Out Patterns are 40 yard sprints without looking back. 
Awareness: of Down and Distance/Field Position. Sideline-Field Conditions. 


We will come off the ball smoothly and gracefully on every play, run or pass. We will not 
do the following: 


a. Do not come off full speed when you think you are getting the ball and then half 
speed when you are the secondary receiver. Defensive players recognize different 
speeds. 


On 5's and 6's: be decisive, don't be hesitant. 


On 5's and 6's: never let a LB or Safety stand between you and the QB. Must keep equat 
distance between LB's and Safeties. 


When you catch a pass and your back is to the defender, anticipate the hit as you begin to 
get your head and eyes upfield. Don't be surprised and fumble. 


24. 


25. 


26. 


27. 


28. 


29. 


30. 


31. 


32. 


If in doubt, always pass up the possible "clip". 


If the 15 team is running a play in practice, the rest of the receivers must know what is 
going on. 


Catch the ball before you run with it. 

Against Press learn to use directional steps to get upfield. Do not chop feet. 

Run as fast as you can but under control, Pivots: Short 6,5's 6's. 

Moves: definite change of direction. 

a. Our head and shoulders are always on a swivel, welded together. By this we mean 
that in our attempt to make a defensive back take the bait, our head and shoulders 


must come around: like the Post Corner. 


b. Poor move is a sting by the receiver and on the sting the receiver never look back 
to QB. Defensive back won't take bait if head and shoulders are not on a swivel. 


All receivers are primary receivers on every pass play, and primary blockers on run 
plays! 


Run upfield for 5 yards after every catch. 


Scan: a receiver pre-reading coverage and also seeing the snap while at the line of 
scrimmage. 


THOUGHTS FOR THE WIDE RECEIVER 


CONCENTRATION: Concentration on Fundamentals every play; keep your eyes on the ball. 
Your first responsibility is to catch the football. Always expect to get hit; concentrate on the 
catch. An opportunist is the receiver who concentrates and executes every play, preparing 
himself to make the big play needed to win the Championship. 


HAVE INTENSITY: Carry out your assignment at full speed on every play. This distinguishes 
The “Great Ones" from the “average ones”. Always run your pattern at full controlled speed. 
Always be alert for the ball and although you may not be the primary receiver, anticipate the QB 
throwing to you. Intense wide receiver play is the key to success. 


AGRESSIVENESS AND THE ABILITY TO CATCH THE FOOTBALL: Get to the point of 
attack. Get off the LOS without being held up; front up the man you are assigned to block; when 
assigned to an area, get there! When the ball is thrown, it is ours. Go make the Championship 
catch. 


MAKE THE BIG PLAY: The block that springs the TD is as important as the run itself. When 
you catch a pass, tuck it away, get upfield, fake, spin, break free, and score. 


PHYSICAL TRAITS: Hands, quickness, agility, coordination, speed, strength, flexibility, and 
endurance. A successful receiver will work daily on the development of these traits, preparing 
for every game. 


STUDENT OF THE GAME: Develop good work habits; pass receivers are made by practice, 
day after day until skills and assignments become second nature. Carry on constant 
communication with Quarterbacks, coaches, and receiver corps. Know your opponents; have a 
book on them. When are they in two-deep? Do they gamble? What is their speed? What cut 
will beat them? Always know field position, time remaining, down and distance, sun position, 
wind direction, and overall field condition. 


FROM THE HUDDLE TO THE WHISTLE: 

. Know your assignment 

Recognize the defense 

Attack the defense through proper execution of your assignment 
. Make the block; catch the ball 

Score 


mun y b 


RECEIVER SPLITS: 
A. WR must use splits to his advantage. An adjustment in split can put you in an 
Advantageous position to complete the assignment. 


ALIGNMENT VERSUS INSIDE RUN GAME: Receivers should vary your splits to allow for 
better disguise. All run plays have alignments written in your assignments. 


CATCHING THE FOOTBALL AT ALL COSTS!: We strive for consistency. Catch all the 
Balls you are supposed to catch and the great catches will come. 


Concentration is the most important single factor in catching the ball — whether it is in a crowd, 
tipped, high-low, or on the sidelines. Your eyes are in your hands. Look the ball in all the way 


until you secure it on your hip. 


Drops are caused due to the following: 


A. Lack of concentration 
B. Fatigue. Fatigue sets in, balance leaves the body. 
C. Courage! 


Each receiver should catch as many balls as possible each day! 
PATTERN PROGRESSION: 


A. RELEASE - Always come off the line of scrimmage as hard as you сап. Stay 
low. No matter how tight the coverage, get into your pattern as soon as possible. Do not 
be held up on the line of scrimmage. Do not waste moves. 


B. CAUSE MOVEMENT - By coming off the ball low and hard every play, you 
gain the attention of your defender and cause concern for being beat deep. Even when 
blocking, come off the line of scrimmage low and hard. 


C. POSITION VS. DEFENSIVE BACK - Each week, each receiver should know 
the habits and weaknesses of the defenders based on film study. This will allow you to 
. best defeat the defender when executing your route. 


D. FOOT QUICKNESS - There are receivers who actually run the 40 yard sprint in 
the same time. One will get into and out of the final break smoothly — the other receiver 
may actually be running in cement going into and out of his final break. In conclusion, 
foot quickness is an important factor in judging whether or not a receiver has the speed to 
play. Work each day to improve your foot quickness. 


First Rule of Thumb: 


ROUTES 


HUSKY 
HITCH 


PATRIOT 


7 PUMP 


RECEIVER ROUTE DEPTH 


DEPTH 
RUN - IT - HITCH 


3*? OUTSIDE STEP, МО DEEPER 
THAN 6 YARDS, STATIONARY 


12 YARDS ( STEM 6 ROUTE) 


CROSSING ROUTE 
6 TO 7 YARDS DEEP 


2“? INSIDE STEP, NO DEEPER 


THAN 6 YARDS 


2^® OUTSIDE STEP,45 DEGREE 


ANGLE, 15 
YARDS AND HASH 


SLIGHT ANGLE OUT 
3RD INSIDE STEP 


RUN THROUGH 15 YARDS BUT 


PUSHING FOR 18 
TO 20 YARDS COMING 


OUT THE BREAK THEN 


UNDER CONTROL 


17 YARDS, COME OUT 
OF THE BREAK 


12 YARDS AND TURN 


SLIGHT SEAM RELEASE 


4 TH INSIDE STEP 


REGULAR 7 ROUTE AND AT 
APEX, 39 HIGH STEP OUT 


THEN 


UP, NOT LOOSING MOMENTUM 


SLIGHT ANGLE OUT 415 
OUTSIDE STEP *MUST WORK 
ACROSS CORNERS FACE 


*GET OFF THE BALL" 


VS PRESS 
STAYS ON 


FADE 


WIDE OUTSIDE 
RELEASE 2 YARDS 
FROM SIDELINE 


STAIR CASE 
DEFENDER 


' FADE 


FLATTEN 


FADE 


STAYS ON 


STAYS ON 


STAYS ОМ: 


STAYS ON 


OUTSIDE 
RELEASE 


FADE 


VS COVER 2 
STAYS ON 


FADE 


SAME AS PRESS 


HOOK UP IN AREA 
FROM CENTER OVER 


FADE 


WIDEN CORNER 
FOR BIGGER WINDOW 


FADE 


STAYS ON 


STAYS ON 


STAYS ON 


STAYS ON 


SLIGHT SEAM 
RELEASE 


FADE 


DEEP 8 


9 PUMP 


96 COMBO 


MINIMUM 15 YARDS, CLOSE STAYS ON 
CUSHION THEN GO FOR THE FAF 


GOAL 

POST 

CLOSE CUSHION, NO CLOSER TH SQUEEZE 

5 YARDS FROM SIDELINE DEFENDER 


14 YARDS, GIVE QUICK HEAD STAYS ON 
& SHOULDER FAKE AT QB 


12 YARDS AND TURN STAYS ON 


STAYS ON 


STAYS ON 


FADE 


STAYS ON 
WORKING TO 
QUARTERBACK 


TIGHT ENDS 
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RUN BLOCkS 
BASE: Man block, drive hands under and strike with triangle, 
sink your hips and get movement, regear your hat and hands. 
Landmark down the middle. 


Block man on or inside, on or off the ball. 
Down block on 6 technique. 


Gap Influence Club Drive head inside like cut off then club 
opponent in armpit and drive, i.e. Scissors play. 


Tray Combo 5 Technique with Hot to appropriate backside 
LBR (Will) 


**] everage points of hips, TE's playside shoulder is down, flat to 
pointed toe steps. 


Team Y & Z combo 9 or 7 Technique inside to appropriate 
LBR. 


LEAD: Block man on or outside. 


Lead Influence Start base with widened landmark to make 
defender defend his width. 


Triple Y and OT combo 7 to 9 Techniques onto Sam. 


Inside Triple Predetermined cut back play when tackle drives end 
wide to Y and comes up inside the combo. 


Ош If Sam aligns wide and on the LOS, the TE will block 
out with lead technique. 


Safety OT, Y and F lead combo to the frontside Safety. 


* Points of leverage, inside shoulder, backside shoulder low, hats and 
hands, bucket step to produce hip angles. 


КОМ BLOCKS 


BACKSIDE _ 


Base Cut Off Play has strong cutback opportunities. Y must stay up 
and on block 


Ripping Cut Off Wide play with little chance to cut back. Cutting 
defender is an option 


Plug А base cut off to a plugging Safety. 


А cut off to a plugging Safety 


Full zone with a Z or F behind a Y. - 


PASS PROTECTION 


»* 


“Hang Take a man on L.O.S. 


Points of Empasis: 

]) Set — Puts one in best protection position 

2) Punch — the strike that stops or slows Brush 

3) Shuffle — the ability of moving your feet to adjust your position 
жж Inside hand inside number 


beari 


KEYS TO TIGHT END PLAY 


PLAY TEAM FOOTBALL. Do whatever the team asks you to do, all out and with great 
attitude. Block and receive with equal eagerness. Have no pre-snap penalties. 


Receiving is a heartfelt responsibility to your team. Learn the skill to put yourself in the 
position to catch a pass. Catch the ball with confidence and put it away. Know when you 
are catching the ball in a crowd and protect our opportunity to score. When the ball is 
secure (high and tight) advance it aggressively. Ball security will help define our 


victories. 


Block through the whistle and defeat your opponent. Hustle and out hit and work your 
opponent during the game. Pursue our play Make a timely block, recover a possible 


turnover or make a tackle. 


Know the call, perform the shift, motion and beset for the snap count. Be alert to the 
Offense's Tempo. 


Play Team Football 

Catch the ball with confidence and put it away 

Ball security will us define our victories 

Block through the whistle and defeat your opponent 
Pursue our play 

Be alert to the offenses tempo 
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These are Winning Characteristics!! 
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TIGHT END INDIVIDUAL 


STANCE: Right and Left handed stances will be taught. Right side Y's will be 
in right stance. Left side Y's will be in left stance. 


Stances should be balanced and allow good vision. Inside foot up in slight 
stagger. Opposite hand down directly in front of back foot. Inside arm should 
rest in ready position along thigh to knee. 


A standard stance allows for the same steps, techniques and releases on each side 
of the L.O.S. 


SPLITS will be looked at in two ways: Horizontal splits will be 18 inches to 2 % 
feet. 


Vertical splits will be 
On; hand will be placed on the helmet of the Center. Standard; down hand 
will be placed in the arm pit of Center. 
Off; down hand will be placed on the hip of the Center 


*Splits will show similarities to perform different tasks. i.e. 18 inches, On the 
ball to release on play action pass and gap block on power. 


-4- 


PASS GAME 


Each route will be approached from these characteristics: 


1. 


Release — the best, most effective line of scrimmage move to allow you toe 
executre the route called. 


Stem - that direction after the line of serimmage that sets up the defender; i.e. 
Stem to defender outside number to move him and break across his fact to post. 


Move - ап elusion you show the defender before you make your break. 1.е., stick 
him and break opposite, stutter, double move, sell the out, turn shoulder quarter 
turn. 


Break — the part of the route where separation is deigned. This is an aggressive, 
fast driving change of direction. This will require sinking your hips at the point of 
the break, finding your power and accelerating. 


Catch — the physical function of looking in Ше ball catching with your hands at 
the highest point bringing it into your body to secure its possession. (Ball 
Security) 


Run after catch with ball security! (over the ball in a crowd). 


Run away from tacklers then look to punish by dipping shoulder and lifting 
forearm up through tackler. 


LINE OF SCRIMMAGE RELEASES 


1. Dip and Rip 
2. Stick, Swat and Pin 
3. Stick Double Hand Over 
4. Double Wide Stick 
5. Spin 
Secondary Releases 
1. Dip and Avoid 
2. Defeat hands, swim swat 
3. Butt and Bounce 
4. Stiff and Swim 
5. Drive to an edge on head up defender | 


Stem to move the defender 
1. Tite defender — re-establish stem 
2. Certain stems must always stay inside or outside defender 
3. Moving the defender to head up is the advantage position to make move either 
way. i.e., stem wide to make defender defend width, straighten stem to move 
inside. 


Run Philosophy............ 
General Fundamentals 
Run Blocking Principals 


OFFENSIVE LINE 
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Progression of the: ಯ uu aia КЕТ КЕ 


Types of Кип Blocks.... 
Pulls: шини 
Mate Blocks ................. 
Exchange Blocks.......... 
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Pass Protection Techniques iii ds 
General Pass Protection Fundamentals ....................................................... 


Center Fundamentals .. 
Pass Protection Calls ... 
Pass Protection Termin 
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OFFENSIVE LINE PHILOSOPHY _ 


The effectiveness of our offensive line is relative to how well we function as a 
knowledgeable, cohesive, physically and mentally tough unit. In order for us to establish 
this type of play with consistency, there are six areas that must be understood. 


Knowledge of our Offense — We must have total understanding of each play. 
Average offensive lines may know their assignments, but great offensive lines know each 
play. We must know the theory of each play, the backfield action and what all the blockers 
are doing. 


Knowledge of our Opponent — We must have an understanding of defensive 
schemes, the responsibility of each person in that scheme, and how they will react to our 
blocking angles. We also must know the personnel we are playing against, their strengths, 
their weakness, and any tendencies they might have. 


Communication — Our offensive line must strive to function as а tightly knit unit with а 
single-mindedness of purpose. In order for this to happen, it is essential that we establish a 
communicative system that is understood in common, under no uncertain terms. Our 
ability to communicate our attacking patterns, for each defense our opponents present to 
us, is critical. It is essential to insure our philosophy of always blocking the right defenders. 
if we communicate in exact common terms, we will eliminate assignment errors and 
inconsistent play. 


Technique — Once we have identified the best way to attack a defense, it is 
imperative that we use the proper techniques that will allow us to have the best success in 
controlling the line of scrimmage. The essence of technique is leverage. There are two 
types of leverage, positional and physical. Positional leverage is putting yourself between 
the defender and the point of attack. Physical leverage is establishing a physical 
relationship (pads under pads) with an opponent, that will allow you to contro! him. 


We must constantly strive to use the proper techniques that fit our system and allow 
us the highest possibility of success. 


Effort — Big plays are always the result of someone giving great effort. A football 
team that plays hard on every down is a very hard team to beat. А offensive line that 
comes off the ball and works to finish blocks on each down will demoralize and defeat their 
opponents. We must strive to give all of ourselves on every down. 


No Penalties — This is an area that is rarely mentioned before the fact, but this is an 
area that has a great deal to do with consistent performance. The elimination of penalties 
gives an offensive team the greatest possibility of success, because that offensive team will 
have a minimum of drive stopping downs (long yardage) to overcome. The elimination of 
penalties is a huge factor in being a consistently good offensive team. 


FUNDAMENTALS 


Split: Normal Split equals 2 feet. You can adjust according to the play. 
Short Yardage (vs. 34) — 18 inches. 
Short Yardage (vs. 61) and Goal Line — 6 inches. 


Alignment: Guard and tackles align yourselves so the top of your helmet is on the belt line 
of the center. This alignment will give you some depth off the line of scrimmage, so 
that your man is not close to you. On Short Yardage and Goal Line, move up and get 
all of the ball. If you are down blocking and the man inside of you is pulling your way, 
also move up on the ball. 


Up Position: This is a position assumed in a definite passing situation with hands or 
elbows on knees. A position that is balanced enables you to set quickly or pull right or 
left with no false steps. 


Stance: Take a comfortable position with your feet, approximately shoulder width, pointed 
straight ahead and in alignment with your knees. Your feet should be aligned heel to 
instep or toe to allow you to step with either foot. Weight should be equally distributed 
on the balls of your feet with your tail raised until your back is parallel to the ground. 
Extended fingers of the hand, on the same side as the rear foot, placed on the ground 
with very little weight on them. Head up, bowed neck, and eyes should point straight 
ahead (be able to look down field). The stance may be altered slightly to allow for 
individual physical differences. Keep your stance constant. Be able to make all the 
necessary movements from one stance. Defensive men are constantly alert for 
anyone "tipping" the plays from their stance. 


GENERAL BLOCKING PRINCIPALS 


Head Priority: On each running play, you will be given a head priority, which indicates the 
target spot where your head should end up. Head priority is designed to give you the 
leverage to force the defender to take the long pursuit angle to the ball carrier. 


Cylinder Approach: Consider the defensive man to be cylindrical. Aim your head and the 
path of your momentum on alien through the "axis" of the man. This puts your head 
on the middle of what he presents to you (it may not always be the front of his jersey). 
The precise angle that you take has many variables; the play called, his alignment, 


charge, etc. 


Eyes: Before the snap, visualize the "target" point. At contact, "explode your eyes" 
through the target. 


Controlling the Chest Area: In order to stop your man from disengaging from you to 
pursue the ball carrier, you must control his chest area. Do this by fighting through his 
hands in a lifting fashion and keeping your center of gravity lower than his. The 
success of your block will be based primarily on your opponent's inability to disengage 


from you. 


Biocking Defensive Backs: Desire, hustle and determination are all that is necessary to 
become a successful downfield blocker. Locate the man you are to block on your first 
step, and go after him with your eyes fixed on him. Expect every play to break for long 
yardage with the idea that your block will be the one that will spring the ball carrier all 
the way. Never assume that the ball carrier has been tackled until you hear the 
whistle. Always make your best effort to block downfield until the whistle blows. 


Blocking Outside on Force: Start your approach as if you are going to hook the 
defender. Make him think that the play is going outside of him. Approximately five 
yards in front of him, circle into position inside out to give him only one way to go. 
Most force men fake inside and then force from the outside. They are usually taught 
not to let anything outside of them. As you get close to him, dip and explode up and 
through him. Forcing yourself to take another step and swinging your knee into his 
groin will allow you to run over him without breaking stride. Your eyes should look into 

his numbers. Keep them open. You should hit with your head in front so that contact 

is made with your inside shoulder (further back if he is a spinner). Get your hands 
inside and control him. 


Blocking Downfield: Strive to stay on your feet and run through and over the defender. 
Look your eyes and head into his numbers. Get as close to the defender as possible 
with the takeoff foot before hitting. Get close enough to step on his toes. Bring your 
body under control without slowing up. The defender may try to fake you either way 
because you are running straight upfield at him. Just before contact, dip down 

(genuflect), and explode up and through him. Swing your knee up into his groin and 

run over him without breaking stride. 


A cross body block may be used if you are not in position to block him with your head 
and shoulders. Concentrate on driving your hip across and through the far hip of the 
defender, aiming high enough so that he cannot jump over your block. Your body 
control and angle of approach will determine the type of block that you use. 


Throw all blocks with force. Unload up and through the defender. We want him on 
the ground. Sustain open field blocks by staying up in his face, rolling or scrambling 
and crabbing after him on all fours. If you cannot get ahead of the ball carrier, use 
good judgement of when to peel back. Never clip and cost us a long gain, especially if 
the ball carrier has scored or is about to score. Never look back for the ball carrier. It 
is his job to set up and cut off of your block. Throw your block any way you can 
assuming that the ball carrier is right behind you. 


PROGRESSION OF THE BLOCK 


Movement: To move quickly and efficiently towards your opponent, locate the "target" and 
transfer all your weight over the foot nearest your opponent (lead foot). Keep "flexion" 
in your knees, hips locked and square to your target, back flat, and bulled neck and 
eyes focused on the target. The footwork will depend on the type of block being 
executed, and the alignment of your opponent. "Drop", "influence", "settle", etc. 

Contact: When reaching your opponent, be coiled and in a square position with your 
center of gravity low. "Explode your eyes" through your "target", clear and punch with 
your forearms and hands, and unlock your hips. The timing of this procedure is 
paramount to the success of controlling your opponent's charge. 


Drive: Once you have controlled your opponent's charge, fight for hand position and steer 
your opponent. Keep a base with your feet, your legs under you, an arched back, and 
your head up. You are now in position to finish. 


Finish: Once your opponent raises his center of gravity to locate the ball carrier, or tries to 
disengage and pursue, accelerate your foot movement from power steps to shorter 
and quicker steps (climb). Sustain your block by taking your opponent off the line of 
scrimmage in the direction he is trying to escape. Your man cannot make the tackle if 
you are in his chest. 
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TYPES OF RUN BLOCKS 


Drive Block: The Drive Block is of utmost importance, since the techniques used in this 
block are used in varying degrees with all run blocking. As a starting point, we 
generally talk about where the weight is mostly concentrated in the stance and what 
foot we move first; however, we also maintain that it is a combination of unlocking the 
hips, driving force of the legs, and an upward left with the forearms and hands. The 
term Drive means that your man is the primary read, and the back will make his break 

off of your block; therefore, it is of utmost importance that you do not take a side, but 

square up with the defender and let the running back make the decision where to run. 


Reach Block: Onside block designed to stop the pursuit of a defender on all outside 
running plays. We must not only maintain outside leverage, but also knock him off the 
ball. Footwork will vary depending on alignment of the opponent. Drop step іп 
direction of the target. Ко! омег your inside leg, unlock your hips, and clear and 
punch with your inside hand. On your third step, work your outside foot upfield and 
feel pressure. Fight for hand position and get ready to finish. 


Jump Reach: Onside block designed to stop pursuit of a defender on a play run to the 
outside. On this block, it is not necessary to knock the defender off of the ball, but 
only to get outside leverage. The footwork is basically the same as a regular Reach 

Block, except you will not gain ground and you will try to wall your opponent. This 

block is used when the bail is being tossed outside. 


Wall Block: Ап offside area block designed to block the first man of two that is responsible 
for the inside area. Drop step inside and read the man over you. If he slants away, 
work upfield to the next defender. If the man over you crosses your face, use cutoff 
techniques. 


Crab Block (Cut): This block is used when your assigned man is aligned in your inside 
gap or on the man inside of you, and we are running to the outside. Lead step with 
the inside foot down the line of scrimmage, aiming your head at his inside knee. Get 
your head and upper body in front of him to stop his penetration. Hit with your head 
and outside shoulder, then drive your outside knee and hip around his legs forcing 
your outside hip into his outside hip (hip to hip), and cut him down. Scramble and crab 

along the ground to sustain the block. 


Down Block (Stay Up): This block is used when your assigned man is offset or one man 
removed from you, away from the play, and you are at the point of attack. Angle step 
with the near foot, aiming your head at the V of your opponent's neck if he is a 
penetrator. Move the aiming point back to the corner of his pads if he is a reader. Hit 
with your head and rip up with your hands and arms, follow through with your far foot 
and wall him off from the play. You must attack with quickness and force rather than 
reading and allowing your opponent to react to your block. Keep your outside hand 
high and use it to stop your opponent from "rolling out". 


Cutoff Block: You will use two types of cutoff blocks. One is for outside runs, where you 
will cut your opponent. The second is for inside or cutback runs, where you will stay 
up and run with your opponent to cut off his pursuit. 


TYPES OF PULLS 


Outside: Pull with some depth down the line of scrimmage aiming your head in front of 
your opponent's inside thigh. Force yourself to take an extra step to get your head 
past his legs, then circle your head upfield as you make contact with your outside 
shoulder. You must exaggerate your angle of approach and realize that if he stunts 
away from the play and you miss him, he cannot catch the play. 


Pulling: Speed and quickness are very important. Be especially conscious of getting out 
exactly on the snap count when pulling. Constantly check your stance to be sure that 
it is consistent and you are not “tipping” your pull by shifting your weight back, evening 
your feet, aligning deeper, or closing your split. In order to be an expect puller, you 
must concentrate on moving fluidly with your shoulders down, know your opponent's 
location so you can be decisive with your path, and stay on your feet through traffic so 
you can make adjustments. There are three fundamentals, which must be 

accomplished as you pull: 


Far Foot: Mentaily concentrate your body weight on the far foot (away from the pull). 
Pivot on the far foot pushing off of it as you leave your stance. 


Near Foot: Take a jab step with the near foot with the proper depth for the particular 
play. 


Locate your Man: Turn your head and immediately focus your eyes on your 
assigned defender. Running to him quickly with your eyes fixed on him will enable 
your feet and body to adjust automatically to the proper angle of approach and 
position for contact. Look your eyes into the proper head position and your footwork 
will take care of itself. 


Concentration on these points will help you avoid false stepping and hopping. Every 
step of your pull should take you closer to your assignment. Your pull should be a 
continuous fluid movement. 


Option Pull: Step laterally with your outside foot and with enough depth to clear your 
teammate. Fix your eyes on your opponent and keep them on him. React to his 
pursuit angle and get around quickly, find the place to turn up with your peripheral 
vision (you may use your hands on your teammates as feelers), and hit the linebacker 
quickly. The object is to get turned upfield ahead of the linebacker and wall him to the 

inside. If he crosses your face by running laterally to the outside before you can get to 

him, turn up and wall him to the outside. Once you are turned upfield, you may cut the 
linebacker by throwing your head and shoulders at his thighs. If you cut at him, you 
must get him on the ground. 


Trap Pull: Step laterally with just enough depth to clear your teammate's down block. 
Find your assigned man immediately by looking at the point of attack and seeing who 
is unblocked. You are to kick your man out so that we can run inside your block and 
outside the down block. You should bow your path toward the line of scrimmage to 
gain an inside-out angle at the defender. Aim your head in front of him so that you 
make contact with your far shoulder. Just before impact, dip lower and explode up 
and through the defender. Swing your knee up into his groin and follow through on 
your feet. You should always approach your man on an inside-out (bowed) path. If he 
closes the hole without penetrating and cannot be trapped, adjust to log and hook him, 
but never anticipate a log with your path, or you will not ever get the kick out angle that 
is required each time a trap play is called. 
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OT Pull: The off tackle's pull must be done with speed. The back is running on your block, 
don't slow him down. You must pull with a little more depth than the off guard you are 
following so that you can clear any penetration and read his block. Locate the man 
that the guard is going to trap on your first step. If he penetrates, be ready to turn up 
inside his block. !f he closes, be ready to go around the guard's log. Once your 
decision is made, turn up and look back inside for your onside linebacker; not there, 
continue upfield for the safety. 


Fold Pull: Step back with your far foot and raise up to allow your teammate enough room 
for his angle block. Use option pull technique to help stay square to L.O.S. As soon 
as you plant the near foot, dip down by bending your knees on the second step. 
Locate the linebacker, hit him in the middle of the tops of his jersey numbers. Rip with 
the hands and arms, swing your knee up into his groin and knock him backwards. 
Punch him out of the hole. 
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Crack Pull: Drop step with depth to clear fullback's block and run through the outside half 
of the secondary forcer. Don't leave your feet unless it is absolutely necessary. 
Example: Crack. 
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Blocking Linebackers: An assignment on a linebacker is vital. They are usually smaller 
and quicker athletes than offensive linemen, and the defenses in this league are 
designed to allow them pursuit angles to use their athletic ability to make plays. It is 
our job to get them blocked. Know how your opponents are taught to play your block 
(right/left shoulder or hand shiver) as well as their pursuit angle (behind linemen or 
running through). 


At the Point of Attack: Roll off the ball low and hard forcing yourself to stay low enough to 
hit with your head under the linebacker's head. Your feet should be shoulder width. 
Look your eyes into the top of his jersey numbers, pop him with your head, and rip 
with your hands and arms (forklift technique). Keep your feet moving and take him 
where he wants to go. Know which shoulder he favors and always get movement. 


Away from the Point of Attack: Release through the line at a sufficient angle to get your 
head in front as the linebacker flows with the play; however, if you are involved in a 
mate block with your teammate on the offside, your angle must not be so flat that your 
teammate cannot get a sufficient angle to cut off the down lineman. Take away the 
linebacker's angle of pursuit and make him escape by taking the longest route to the 
ball carrier. . 


Maintain your base and Кпее bend to stay low. Тһе linebacker will probably try to fake 
one way and go the opposite. Be sure that you know how he plays this block and vary 
your depth so that you are in position to block him. Focus your eyes on his jersey 
numbers, and keep your feet moving to react to his path. You may cut the linebacker 
on Outside plays. 


Mate Blocks: A Mate Block can be between any two offensive men responsible for 
blocking two defensive men in a given area. The closer you are to the point of attack, 
the more any Mate Block becomes a double team block (the reverse is also true). 
Pre-snap read of both the linebacker and down lineman is of utmost importance in 
helping you anticipate defensive movement. When the block is declared before the 
snap, the appropriate accompanying calls are indicated below, along with an example 
of each Mate Block. Note that calls may be changed or called off by either man. Use 
the last call made. Most Mate Blocks are triggered by a “Name” call not the name of 
the block. 


Backside Calls: Made by the lineman on the bubble to gain the best possible 
blocking angle on the defenders. All Mate Blocks can be called off by calling 
“M” or “Base”. 


Moon: An area block between the off tackle and the tight end, when they are 
responsible for the defensive lineman over the tackle and the outside 
linebacker, when the defensive end is aligned in a wide six and the tight end 
cannot cut off the outside linebacker. Can be changed by either man calling 
"M" or "Base". Can also be used as a rule. 
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Under: An area block between the off guard and the off tackle when the tackle 
cannot cut off the linebacker and the guard can. Can be changed by either 
man calling “M” or “Base”. 
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Slice: An area block between the center and the off tackle. Called when the 
tackle cannot cut off the linebacker. Can be changed by either man calling “M” 
or “Base”. 
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Hinge: An area block between Ше center and the backside tackle. The tackle 
has the B Gap and the center has the А Gap. 
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Scoop: An area block between the center and the off guard. Called when the 
guard cannot cut off the linebacker and the center can. Can be changed by 
calling “М” or "Base". | 
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Trio: An area block between the tight end, off tackle, off guard and possibly 
the center, depending on the defensive front. Each lineman is responsible for 
the onside gap. Will be called by the guard if not game planned. 
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Plug: An area block between the off tackle, the tight end, and possibly the off 
guard. This blocking scheme is used to block a safety that has moved into the 
defensive front and is responsible for the А or B Gap. 
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Pull It: A possible area block between the tight end, off tackle and the center if 
the defensive movement dictates such. The tight end and off tackle pulls and 
seals down the line, while the off guard pulls to the off side backer. The center 
blocks on side and may get partial help from the off guard "shrug". 
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Onside Calls: Onside calls are made by the post or inside man of the two mating. It is 
important that the opponent on the line of scrimmage be blocked first before going to 
the next level. 


Slip: An area block between the on guard and the center. Called by the center 
when he feels he can reach the defensive tackle and cannot get to Mac. If the 
on tackle is involved, it is a double slip, and if the on tackle and tight end are 
involved, it is a triple slip. Сап be changed by calling "M" or “Base”. Тһе 
technique used will vary, depending if the play is off tackle or wide. 
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Slip Double Slip Triple Slip 


Ace: Teamwork between the on guard and the center, when they are 
responsible for the nose guard and the offside linebacker. Called by the center 
to reaffirm the blocking assignment and the technique. Сап be changed by 
either man calling “gap” or “go”. 
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Deuce: Teamwork between the on guard and the on tackle, when they are 
responsible for the defensive tackle and middle linebacker. Called by the on 
guard to reaffirm the blocking assignment and technique. Can be changed by 
either man calling "gap" or "go". 
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Over: Teamwork between the on tackle and the on guard. Called by the on 
guard when he feels he cannot get to Mac on an outside play, or we want to 
help get the end off the ball when running off tackle. Can be changed by either 
man by calling “M” or “Eagle”. The technique used will vary, depending if the 
play is called off tackle or wing. 
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Triple: Ап area block between the tight end and the on tackle. Сап be 
changed by either man by calling "M". The technique used will vary, depending 
if the play is designed to be run off tackle or outside. 


S y 
N T Е/ 
по с 
Тпре 
Trey: Teamwork between the tight end and the оп tackle. Called Бу Ше оп 
tackle to reaffirm the blocking assignment and technique. Can be changed by 


either man calling “дар” ог “go”. We will signify who we are teaming by дате 
plan and play. 


д M 
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Trey Gap Go Trey to Will 


Team: Teamwork between the tight end and the wing to the first bubble backer 
inside. 
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. Exchange Blocks 


A blocking pattern that changes the assignment between two or more offensive men that 
are designated to block two or more defensive opponents. The purpose of the call is to 
give each man in the blocking pattern the best possible blocking angle. 


Wipe: An exchange of assignments between the center and on guard with the 
on guard going first. Called by the center. Can be changed by calling “дар-о”, 
“gap”, or “Битр”. 


M M 
~ 
T M T T T 
T т v 
O OO 
Wipe M Gap-O 


Fold: An exchange of assignments between the center and the off guard with 
the center going first. Called by the center to reaffirm blocking assignment. 
Can be changed by either man by calling "M" or "Base". 


EA 
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Gut: An exchange of assignments between the guard and tackle with the 
guard going first. Can be changed by either man calling “M” or “Base”. 


M 

M E 
Е 255 
Gut f M 


X: An exchange of assignments between the on guard and the on tackle with 
the on tackle going first. Can be changed by either man calling “M” or “Base”. 


T E ы 
= обо 
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Eagle: An exchange of assignments between the on guard and the on tackle 
with the on tackle going first. Can be changed by either man calling "M" or 
"Base". 


N M 
E 066 
Eagle 


Ed: An exchange of assignments between the on tackle and tight end with the 
tight end going first. Can be changed by either man calling "M" or "Base". Тһе 
play called will dictate the technique used by both men. 
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G: An exchange of assignments between the on guard, on tackle and tight 
end. The on tackle and tight end will Trey or Gap block while the on guard 
traps the end man on the line of scrimmage. 


Squeeze: Ап onside block between the tackle and center when the guard is 
pulling. 


Squeeze 


Escape: А call that tells the onside guard that the center is escaping the Ace 
block. 
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PASS PROTECTION 
OFFENSIVE LINE TECHNIQUES 


Basic Premise — We generally maintain area principles with the guards, centers, and 
tackles, unless the protection scheme or defensive alignment dictates otherwise. By 
assuming a quick firm set to the correct relative position, and a good balanced two-point 
body position, we will attempt to deny any penetration to the inside of the pocket. The 
outside rush will be handled as successfully, but with less aggressive techniques, thus 
creating a firm inside pocket for the quarterback to work in. We must not only work 
individually, but collectively as a well coordinated unit to be effective. When your 
assignment drops, know who to help. 


It is generally thought that the offensive lineman's role in pass protection must be that 
of passive reaction to the defender who has all the advantages. It does not necessarily 
have to be that way. By our method of pass protection, we can control the rusher and 
dictate to him the moves he can and cannot make. We will not simply set back and let him 
throw us around. With the proper techniques, we will be able to punish the defender as 
well as keep him off of our quarterback. This requires a unique blend of anticipation, 
determination and patience. 


Stance - Feet a little wider than shoulder width apart, both feet pointed straight ahead 
with a stagger of toe to instep to toe to heel. Weight should be concentrated on the inside 
foot to keep that firm inside. On the right side, use a right handed stance, and when on the 
left side, use a left handed stance. 
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Alignment — The basic premise to individual on or off preference disregarding games 


If your man is a good inside penetrator, be on the ball. 
If your man is quick to the outside, be off the ball. 
If no game and your man is head on, be on the ball. 


The basic premise to 4-man line game preference with on and off alignments are: 


1. If E-T games combined with a quick outside rush by the defensive end, both the 
guard and tackle should be off. 


If T-E game guard can be on and the tackle off, especially if the tackle uses 
T.T. game, or has a good inside move from the same assignment. 


If the defense uses combinations of both the E-T and T-E, then both should be 
off. 


If the defensive tackle is in the G-T gap, both should be off. 


If both men are head on, then both can be on, because they will probably use 
an E-T game and the tackle can deny penetration of the end from the on 


position. 


Setup — Perhaps the most important factor to a successful pass protection block is the 
setup. The faster the blocker gets to the relative position, the better body position he 
will have before the defender makes contact. The speed of the setup will be based on 
anticipation of the snap count, and practice of the correct techniques of getting out of your 
stance. In some stadiums where hearing the cadence is a problem, we will go from an up 
stance and use a silent snap count, or a hand holding technique. 


The set to the relative position must be coordinated with the depth of the quarterback 
and the alignment of the defender. 


Against the head up defender, the blocker should kick to a comfortable base slightly 
wider than shoulder width. Keep the feet north and south with a toe-heel relationship. 
Raise the hands up to slightly lower than chest level with palms out and elbows in, and be 
ready to time the jam. The jam is a punch and lift motion. The closer the blocker is to the 
defender, the sooner the blocker can jam the defender and reach a full lockout. When in 
the off position, the hands to the chest can better be used to ward off shoulder grabs. 


1. Head Set - Kick the outside foot to a wider base. 


гм 
Џ ! 
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fag 
, the blocker must now kick step to 


As the defender moves from the head on positi 
maintain relative position. 


1. Inside Set — Power step inside to a wider base and relative position. 
ಮಾ Ga 


2. 
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3. Wide Outside Set — Kick and slide as many times as needed to get to relative 
position. үлэ > 
t ' 


The key to the setup is that the toe of the post foot should be pointed north and south 
with shoulders square to the L.O.S. On a five-step drop, try to stay square for one and a 


half yards before turning. On a seven-step drop, stay square for three yards. 


If the defensive man stays outside, the post foot will slide following the kick step. 
Against a wide or outside гивһег, the terminology used is normally kick — slide — Кіск- 


slide. 
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During all foot movements, keep flexion in the legs and the upper body up (show the 
numbers), in order to not get over-extended and lose a balanced position. 


Movement after Setup — After taking a set on a man in a head up alignment, the 
defender will either move іп, out, or straight ahead. Тһе blockers feet must adjust 
according to the movement of the defender. We will use power steps inside and kick steps 
outside to maintain relative position. When moving laterally, always maintain a wide base 
and never get caught with both feet in the air. If your man is taking the inside as a steady 
diet, you should be in the on position, for you can stop penetration by being closer to your 
man. If you are in the off position, you are softer and more vulnerable for penetration. The 
same premise is true versus a bull rusher. 


The power step to the inside is executed by jamming the ball of the post foot into the 
ground hard. The blocker must learn how to power step, not gaining any ground forward. 
The blocker may have to power step, then sliding the set foot, then power stepping again 
while the hands are jamming. You must drive the power step just as you drive the set. If 
the post foot drops rather than power steps, this is bailing out to the inside, creating a soft 
shoulder and thus, a direct route to the quarterback. 


Target — The target should be the smallest visual point on your opponent that will give 
you the best read as to his movement. The target used will be based on the protection 
scheme or your opponent's predetermined best move. We will refer to your target as being 
inside, outside or middle. If you can zero in on a small target, you will not watch the big 
picture and be influenced by fake movements, such as head, shoulders, and arms. 


General Fundamentals 


T. While in stance, think weight on inside foot, push off with power hand to avoid 
false step. 

2. Maintain flexion in knees and ankles, not in waist. Show numbers. 

3. The center can lock out in a 50 defense, for the nose is generally in his face 
early. 

4. When one man gets grabbed, call "grab" and push off. 

5; When your man freezes or dances, look to the next man for a penetrator. 

6 Keep kicking the set foot on contact when working outside, so you do not get 


the outside foot up. Jam off the inside foot. 
Know opponent, the defensive front, and entire blocking scheme. 


“905 


Carry hands at chest to shoulder level and be ready to jam out and up, not just 
out. Look for swats and grabs. 

Have patience ... overanxiousness is perhaps the pass protectors biggest 
problem. 

Know where the throwing point is. 

Don't lose poise. | 

Number one key to the outside set is ... Don't lean outside. 
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CENTER FUNDAMENTALS 


The Center must be the leader of the offensive line. The majority of the line calls are 
to be made by the center, and to do this, he must first have a clear understanding of the 
concept of the plays that we will use. He must know the assignments and adjustments of 
all the offensive positions. He must be able to recognize and call out the defensive fronts 
and be able to quickly determine which calls to make to gain the best blocking angles. The 
center must also be quick and consistent. Work to improve your quickness in every drill. 
Our whole emphasis will be to establish consistent, high quality performance and 
everything must start with the center. You are in charge of the huddle until the quarterback 
steps in. When breaking the huddle, get to the line quickly so everyone else can align on 


you. 


Stance 


A. 


The feet should be as even as possible to enable stepping first with 
either foot. Both feet should be spread wider than the shoulders and 
pointing straight ahead. 


The knees should be comfortably spread and flexed slightly. 


The hips are as high as possible while still allowing you to be able to 
charge forward. Keep your back parallel to the ground. 


Have your head up. Be able to scan and recognize the defense for 
proper calls. Don't tip your block with your eyes. 


If you use one hand to snap, rest the forearm of your free arm on your 
knee. You may use two hands on the ball if you wish. 


Your weight should be balanced on the balls of both feet (little or no 
weight on the ball). Be able to move laterally to either side or forward or 
backward without cheating or tipping your stance. 


The Ball 


A. 


Position — The ball should be positioned slightly to the right and forward 
of your head. Extending the ball in front of you will give you better cutoff 
angles, because the defenders will not be as close to you or your 
teammates. 


Laces — The ball should be held with the laces up and the needle valve 
in the palm of your hand, or by the quarterback's preference. 
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Snapping Arm and Hand 


A. the arm should be extended by not strained (never bent). 

B. Fork the front part of the ball with the thumb and forefinger, keeping your 
wrist straight. The thumb should be against the far lace on the ball. 

Exchange 

A. Count - Listen to the quarterback. Do not anticipate the count. 
Snapping the ball early penalizes the rest of the offensive team by giving 
the defense the advantagé. Pass the ball on the "Hut". 

B. Snap - Lift the ball directly into the quarterback's hand bending your 
elbow only slightly. The action should be one quick movement. 

C. The position of the ball is at a 45-degree angle in the crotch. Make no 
effort to turn the ball as it will turn naturally. 

D. Make the ball slap against the quarterback's hand. Hold onto the ball 
until it hits the quarterback's hand. Hear the pop. Never throw the ball 
up to the quarterback. 

E. Be stepping to your assignment as the ball leaves the ground. Drive 
from your stance on the "Hut". All of this is one movement; the smack of 
the ball and the moving of your foot as you hear the "Hut". 

Making Calls 

A. Make the calls loud and clear. Repeat them if necessary. Identify the 
defense as quickly as possible to allow your teammates to make their 
own adjustments. Make enough false calls so that the defense cannot 
key in on your calls. 

B. On first or second sound cadences, make the calls before the linemen 
are set on the line of scrimmage. 

C. Never make calls without first seeing the alignment of the defense. 
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PASS PROTECTION CALLS 


41. “Hang” — A ТЕ call used to indicate that he is staying in to block. The guard and 
tackle could both be affected by the call. 
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3. “Hard” — A guard call that tells the back that he will trade blocking responsibilities if 
his backer aligns in the A gap. No hard call when in gun. 
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3. “Fan” – A tackle call that tells the back to take the bubble backer, while the guard and 
tackle fan, to the 1° and 2" man on the line of scrimmage. 


үу 
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4. “Hard RT/LT” — A call by the Center that tells the Back to trade responsibilities with the 
Guard. The Guard will block the Nose and the Center will block the Linebacker. 
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8. 


“бойа” — A center ог quarterback call that indicates that the center and two guards 
are blocking all area. The line sets will depend on the defensive alignment. The 
quarterback could make the call when blocking 80-85 protection and the “Sub” backer 
aligns in the middle. 
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"Sift" — A guard call that tells the tackle to block inside. 


“ос 
“бопе”-А call by the Guard that indicates he is vacating the L.O.S. to Dual/Double 
Read 
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“Even” - А сай by the Center that indicates that һе is vacating the L.O.S. to Dual 
Read. Used when Scat/Scram Protecting. 
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9. “LouielRoger” — A quarterback call or Center call that directs the offensive line to the 
first defender off the ball to the right or left. This call is used in Nickel situations.. 


10. “5 Down” — A Center call that indicates that both guards and the center are covered. 
We will block five-on-five versus this alignment. 


೮೮೮೦ 66868 


11. “Swoop” - А call that tells “F” to block the 1# man inside when there are four 
defenders inside the TE. Used when Otto and Smoke protecting 
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12. “Backer” — An alert call by the tackle telling the guard and center to slide to Will. 


Woon Ó i 9o ni j 9 GE 


13. “Turn Hot” — A protection that tells the offensive line to make a “full turn” starting with 
the tackle. Each lineman is керер for {һе gap to the called side. 


" 5o x E 


2 Turn 2 Hot Turn 3 Hot 


14. "Sort" — A term that describes to the sliding portion of the line that they are area 
blocking A, B, and C gaps. Used in Scats and Scrams. 
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_ OFFENSIVE LINE 
PASS PROTECTON TERMINOLOGY 


Area - A pass protection term meaning you and your adjacent linemen have whoever 
comes into your area. You will "switch" any games with the lineman next to you. 


Bailing Out — Dropping the inside or outside foot, which turns the blocker's shoulders (soft 
shoulder), and enables the rusher to take a direct route to the quarterback. 


Beat around the Corner — When the rusher gets past the blocker to the outside. Bailing 
out to the outside, giving a “soft shoulder” and using poor relative position usually 
causes this. 


Big — A pass protection term pertaining to tackles, meaning your responsibility is the man 
on you, or if uncovered, the first man outside. 


Body Position — The position assumed in the set. "Flexion" in the knees, weight on the 
balls of the feet, head up showing the numbers, and toe to heel stagger with hands at 
the numbers. A position of balance. 

Bubble — A term that indicates that a linebacker is across from you. You are uncovered. 


Bump - The solid collision two blockers should feel when they switch men on twists. 


Counter Hand — Usually the outside hand held at eye level to counter the outside shoulder 
swats. 


Covered - A term to indicate that the offensive lineman has a defensive man in front of him 
on the L.O.S. | 


Fan - А pass protection term that tells the guard and tackle to block the first and second 
man on the line respectively. 


Force the Switch — When the blocker recognizes the stunt because his man loops. He 
must force the collision with the defensive penetration. Don't wait to feel the bump, 


“force the switch”. 


Grab — А call used by a blocker when the rusher grabs him and stops any switch by the 
blockers. When you “grab”, push off your own man and look for the looping rusher. 


Hang - A pass protection term that indicates the tight end is blocking the man over him. 
He may release if his man drops. 


` -28- 


Pass Protection Terminology (Cont'd.) 


Head Зе! (2 or 5 Technique) — Guard or tackle would take this set if the defender were in a 
head up position. This would be a 2 set for the guard, or a 5 set for the tackle. Also 
take a head set on a tight 3 for the guard, and a tight 6 for the tackle. 


High Fire — A protection term to indicate an aggressive setup technique. Stay up and put 
hat and hand on the target. “Explode” with your eyes and lock after contact. Used 
with 90 protection. 


Hopping — When the inside foot moves before the outside foot hits the ground. 


Inside Set — The guard or tackle would take this set if the defender were aligned on the 
inside shade. To stop penetration to the inside, we would “power step” inside the 
weight on the forward leg. Be ready to “jam” with your inside arm. 


Jam - The strike, punch or contact phase of the block. Hold the hands slightly lower than 
chest level and jam up through the defender's chest. 


Kick Step — Movement of the outside foot or set foot to “relative” position. Usually over 
and back to get half of the man if the defender is in an outside shade. 


Lean Over Extended — When the upper body tips forward and the blocker can no longer 
move laterally or vertically because of the forward momentum. Right this problem by 
“sitting down” and “showing the numbers”. 


Level — А pass protection term that tells an uncovered lineman to get even with adjacent 
linemen after checking his original responsibility. 


Lock Out — One or both hands immediately lock and stiffen to keep distance from the 
rusher. If the blocker locks out too soon, he will lose power and the defender could 
swat the arm or arms and penetrate. 


Loop – When a defender circles back of the defensive line of scrimmage to allow another 
defensive lineman to penetrate. 


Man — А pass protection term meaning you have your man by yourself. The opposite of 
area. 


Off — The blocker aligns off the line of scrimmage, usually with the top of the helmet, just 
inside the centers number. Generally used on a wide fast rusher. 


On - The blocker crowding the line of scrimmage, but not breaking the plane of the back of 
the ball. 


Outside Set — The guard or tackle would take this set if the defender was aligned in the 
outside position (3 for guards, or 6 for tackles). 
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Pass Protection Terminology (Cont'd.) 


Post Foot — The inside foot when pass protecting. Keep foot north and south, and do not 
transfer too much weight off of it. 


Post Knee — The knee of the inside or post foot must be bent with power or the blocker will 
be back on the heel of the post foot and lose power. 


Power Step - Usually pounding the post foot into the ground while moving laterally to 
defeat an inside move or slant. Drive the ball off the foot up and hard into the ground. 
Do not kick the heel up and back over stride. 


Reset — After reaching relative position, keep separation by moving backward away from 
defender. 


Relative Position — The position assumed by the blocker between the rusher and the 
throwing point. The position is continually changing as the defender changes his rush 
lane. 


Set Foot — The foot that moves in place or moves over and back. Generally the outside 
foot. 


Show the Numbers — Holding the upper body up so the opponent can see the blocker's 
numbers, thus preventing leaning or tipping forward. 


Sit Down — A term used primarily when getting grabbed. Lower your center of gravity by 
using more flexion in your legs (not at your waist). Continue to show our numbers, 
and use correct stagger with weight on the balls of your feet. 


Slide — Term used to describe the dragging of the inside foot back to the proper base after 
the kick step: "Kick and Slide". Keep north and south with the post foot, and do not 
transfer too much weight off that foot. — ' 


Soft Shoulder — When a blocker bails out to the outside or inside, he gives the defender a 
"soft shoulder" or easy route to the quarterback. 


Target — Point of eye focus to help in keeping proper relationship on the rusher. Generally, 
the smallest inside target on the rusher's jersey. 


Tuff — When a linebacker walks up on the line of scrimmage. 


Turn — A pass protection term that tells the line to aggressively block whomever shows in 
the first gap away from the call. 
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Pass Protection Terminology (Cont'd.) 


Uncovered — A term meaning no one is aligned on the line of scrimmage across from you. 


Wide Outside Set — This position is one set wider than a regular outside set. Usually only 
seen for the tackle. The tackle must align in an "off" position and kick step twice 
between reaching half the man. If the defender comes inside, then the blocker must 
bring the set foot back to the outside set before power stepping inside. 
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Regular 
2 Tights 
Deuce 

3 Tights 
3 Wides 
Nickel 
Diamond 
4 Wides 


Goal Line 


TYPES OF PERSONNEL 


2 Running Backs, 1 Tight End, 2 Wide Receivers 
2 Running Backs, 2 Tight Ends, 1 Wide Receiver 
1 Running Back, 2 Tight Ends, 2 Wide Receivers 
1 Running Back, 3 Tight Ends, 1 Wide Receiver 
2 Running Backs, 0 Tight Ends, 3 Wide Receivers 
1 Running Back, 1 Tight End, 3 Wide Receivers 
1" Down Back, 1 Tight End, 3 Wide Receivers 

1 Running Back, 0 Tight Ends, 4 Wide Receivers 


2 Running Backs, 3 Tight Ends, 0 Wide Receivers 
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1 BACK SETS 


All 1 Back sets begin with specific letters which designate what type of formation they will 
become. They begin with the letters D, T and F. 


АП “D” Formations are Double Sets: 


a) Deuce 
b) Dual 
c) Double 


All “T” Formations are Triple Sets: 3X1 


a) Twins 
b) Trojan 
c) Tex 

d) Trips 
e) Triple 


АП *F" Formations are one back slot formations: 
a) Flank 


b) Flex 
c) Flood 


NOTE: All 1 Back Sets , the Backs will always be (F) Fullback, and (H) Halfback. 
С.Р.: No matter where they align. 
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| EXAMPLES OF “Г” FORMATIONS 
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EXAMPLES OF NEAR FORMATIONS 
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EXAMPLES OF FULL FORMATIONS 
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XAMPLES 1 BACK SETS - “D” FORMATIONS 
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_ EXAMPLES OF 1 SETS – “D” FORMATIONS CONT. __ 
. [DART RIGHT DART LEFT 


“DART RIGHT CHANGE DART LEFT CHANGE _ 
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EXAMPLES OF 1 BACK SETS — “F” FORMATIONS _ 
FLANK RIGHT 1), 
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EXAMPLES OF 1 BACK 5ЕТ5 - “Т” FORMATIONS 
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| ADDITIONAL FORMATIONS 
‚ | SPREAD RIGHT SPREAD ТЕЕТ 


MOVEMENT AND SHIFTS 


Examples of Backfield Movement. 
Examples of Tight End Movement 
Examples of "X" Movement........... 
Examples of “Z” Movement........... 
Examples of “Р” Movement ........... 


Examples and Definitions of Shifts 
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MOVEMENT 


Movement is very important to our total offensive system. There are several reasons for 
movement in our offense; amount the most prominent reasons are: 


и To create a personnel advantage by creating coverage mismatches on our Receivers ог 
Backs. 

2. To create a personnel advantage by effecting changes in run support and force 
responsibilities. 

3. To create secondary movement in an effort to better enable our Quarterbacks to recognize 
coverages. 

4. To get our personnel in better position to execute their given assignment. 

5. To create problems for the defense in Man Under coverages when attempting to hold or 


bump receivers at the line of scrimmage. 


6. To create an opportunity for indecision, confusion, and/or misalignment by the 
secondary. 
7. To cause movement on the part of the defense in an effort to realign their personnel with 


the coverage calls and changes, and not allow them to set themselves and react to familiar 
offensive patterns. Make the defense play “on the move”. 


8. To force the opponent to spend practice time and effort on adjusting to movement 
patterns rather than improving defensive skills and schemes. 


9. To present a visual complexity to the defense, yet be able to run the same basic plays 
from a variety of looks. 


THE FOLLOWING ARE BASIC MOVEMENTS IN OUR OFFENSIVE SCHEME 


Backfield Movement: 

1. Jet Long movement by a back toward the single receiver side (WR must 
adjust split to no wider than 7 yards). 

2: Jam Short movement by a back toward the single receiver side. 

3. Motion Short movement by a back toward the two receiver side. 

4. Buzz Long movement by a back toward the two receiver side (WR must adjust 
split to no wider than 7 yards). 

5. Orbit Retrace movement. 


Z Movement: 


1. Zoom 
2. Zip 

3; Z Orbit 
4. Zap 

5. FK Zap 
6. Zing 


X Movement: 


Movement across the formation. 

Short movement toward the formation. 

Retrace movement. 

Movement to slot across formation and hold off at Tackle position. 
Movement іп slot and hold off at Tackle position. 

Movement from slot across formation and hold off outside Tight End. 


1. Sail Movement across the formation 

2. Slip Short movement toward the formation 
3. X Orbit Retrace movement 

Tight End Movement: 

1. Fly Movement across the formation 

2. Y Orbit Retrace movement 

3. Yo Short movement towards formation 
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EXAMPLES OF BACKFIELD MOVEMENT 


FAR RIGHT MOTION 
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EXAMPLES OF TIGHT END MOVEMENT 
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 |ILEFT Y ORBIT 


а LL EXAMPLES OF “X” MOVEMENT ` 
DEUCE RIGHT SAIL DUAL RIGHT SAIL 
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EXAMPLES OF “F” MOVEMENT 


DEUCE RIGHT JAM 
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FLANK RIGHT JAM 
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: TE always opposite the formation | SWITCH: Puts X&Z on the opposite sides o 
called, on the “Ready” call he shifts to Ше their normal alignment 
formation called. 


EXAMPLE: SHIFT TOIRT EXAMPLE: І RT SWITCH 


? ೧೦೦೧೦೦೪ ole оо ೦೦೦೦೪ 
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POP: Y aligns ав Fullback in I formation and F| STEM: А Shift by F. Е aligns on his side o 
aligns in double formation (opposite Ше Ше formation called on Ready e shifts to the 
formation call). On the “Ready” call they shift | formation called. 

to the formation called. 


EXAMPLE: POP TO FAR RIGHT EXAMPLE STEM TO TRIPS RT 


© ООПООӨ 
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HUSTLE: Y aligns off the ball opposite the call. | SHOP: У & F cross the formation into the 
Y on the QB's heel fakes Fly motion and then aligns | formation called. 

on the ball to the formation call. Backs align in the 

formation called. Double cadence. (Set White 20, 

White 20 Set Blue 88 Blue 88, Hut, Hut) 


EXAMPLE: HUSTLE TO I RT SLOT ZOOM | EXAMPLE: SHOP TO TWINS RT 


@ 
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FLOP: Y and F align on the same side and shift | FLIP: From Triple Right to Triple Left. Y & F 
to the formation called. cross the formations Z or X return to normal 
split. 


EXAMPLE: FLOP TO FLANK RT EXAMPLE: FLIP TO TRIPLE RT 


5 Io оо 
ë 4 


: Delayed movement with 2 zooming |SCATTER: will shift X,Y, Z, Е & H from 
and F shifting after Z passes him to the Triple into the formation called. 
formation called. 


EXAMPLE: DANCE TO FLEX RT 


@ ZK 


"=... 


formation called. 


EXAMPLE: IRT CHANGE EXAMPLE: SNAP RT 
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DEFENSIVE TERMINOLOGY 
AND IDENTIFICATION 


4-3 Defensive Fronts 

3-4 Defensive Fronts 

Linebacker and Secondary Positions 
Substituted Defensive Fronts 

Line Stunts and Twists Explanation 
4-3 Line Stunt Illustrations 

4-3 Line Twist Illustrations 

3-4 Line Stunt Illustrations 

3-4 Line Twist Illustrations 


Dog and Blitz Explanation 
Dog and Blitz Identification 
4-3 Dogs and Blitzes 

3-4 Dogs and Blitzes 


(Mike) 
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(Will) 
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Over Sink | 


_4-3 Defense (Cont'd. нэ 
Over Sink Will Hip Over Dink 


Over 3-4 


Under 3-4 40 Change 


40 Stack Change 
M w 
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Over Stack Change 


4-3 Defense (Cont'd. | 
40 Stack Wide 40 Joker Strong 


4-3 Defense (Cont'd.) 
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3-4 DEFENSES 


(Jack) (Mike) 
J M 


(Will) (Sam) 
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3-4 Strong 


3-4 Wink 


3-4 Stack 


_ 3-4 Defense (Cont'd.) 
3-4 40 Sink 
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3-4 40 Stack Change 


3-4 Bear SS 
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Strong Safety Positions 


Joker Joker 


Weak Safety Positions 


Normal 


Joker 
Strong 


ODEO OO 
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Sam Linebacker Positions 


Sink Hip Walk Out 


V VVV 
V 
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Will Linebacker Positions 


Wink Hip Walk Out 


V V V 


НОО 
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Linebacker and Seconda 


Positions 


Buzz - Position taken normally by Strong Safety on 
Buzz force about 3 to 4 yards off L.O.S. 

SS Change — SS пе up over the TE exchanging 
position with the Sam Lber. | 

SS Up - SS up within 3 yards or оп the L.O.S. 
outside the end man on the L.O.S. 

Normal — SS lined up 5 to 6 yards deep slightly 
outside TE. 

SS Bump - SS lined up over and pressing Z or the 
receiver to the two-receiver side. 

Joker Strong - SS lined up as a linebacker strong 
side. 

Joker Weak — SS lined up as a linebacker weak 
side. 


Normal - WS aligned 9 to 11 yards deep over 
weak side offensive guard. 

Sky - WS inverted in a weak side force position, 
approximately 6 yards deep outside offensive 
tackle. J 
WS Up - WS up within 3 yards or on the L.O.S. 
Joker Strong — Weak Safety lined up as a Lber 
strong side. 

Joker Weak — Weak Safety lined up as a Lber weak 
side. 


Sink — Sam Lber inside alignment over tackle. 

Hip - Sam [ег is outside of DE and off L.O.S. 
about 1 to 2 yards deep. 

Walk — Sam Lber is off L.O.S. about 3-5 yards 
deep, splitting the difference between the ТЕ апа 
receiver to that side. 

Out - Sam (Бег is in a press position on receiver to 
TE side. 


Wink — Will inside alignment over tackle. 

Hip — Will Lber is outside DE and off L.O.S. about 1 
to 2 yards deep. 

Walk — An alignment by the Will Lber off the L.O.S. 
about 3 to 5 yards deep, splitting the difference 
between the offensive tackle and the receiver to the 
one receiver side. 

Out - The Will Lber lined up in a press position on 


the receiver to the one receiver side. 


iJe 


Linebacker Secondary Positions (Cont'd.) 


Corner Positions 


С Bump — Corner lined up over and pressing wide 
receiver to that side. 


ë C Change - Corner lined up on the tight end. 
Change 
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SUBSTITUTED DEFENSE IDENTIFICATION 


The number of down linemen and linebackers in the defense will identify substituted 
defenses. 


LINE STUNTS AND TWISTS 


Line stunts involve defensive linemen when they are making directional charges. In 
some instances, the cross charge may involve a defensive lineman and a linebacker. 


When a cross charge involves the two defensive tackles or a defensive end, we 
designate the stunt as a twist. We further describe the stunt by designating the player that 
stunts first; і.е., a weak twist in which the weak DT stunts first with the DE charging over the 
top behind him is a Weak TE. A 34 defense twist in which the nose tackle stunts first with 
the DE coming over the top behind him is a Weak NE. 


When a cross charge involves a defensive end or a defensive tackle with a linebacker, 
we designate the stunt by name and designate the first charger. Example: 40 Will A; 34 
Will X It. 


СА pinch involves a directional charge to the inside by a defensive end over ап 
offensive tackle or dart by a defensive tackle over the offensive guard. A slant involves 
similar directional charges by two adjacent linemen. A slant or angle (angle more than 2) 
may be further described designating a direction or side; i.e., slant weak or angle strong. 
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4-3 DEFENSIVE LINE STUNTS _ 


ООПООО 
O 


ООПООО 


4-3 DEFENSIVE LINE TWISTS 
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Double Е Pinch 
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Angle Strong 
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Nose Weak 
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DOGS AND BLITZES 


A total of 5 rushers will constitute a "Dog". In a 4-3 defense, а "Dog" 
includes the 4 down linemen plus 1 linebacker or defensive back making a 
predetermined charge across the line of scrimmage. If a lineman drops out 
into pass coverage, it will still be considered a "Dog". 


In a 3-4 defense, a "Dog' will consist of the 3 down linemen plus 2 
linebackers or defensive backs making a predetermined charge across the 
line of scrimmage. !f a lineman drops out into pass coverage, it will still be 
considered a "Dog". 


A total of 6 or more rushers will constitute a "Blitz". In a 4-3 defense, a 
"Blitz" includes the 4 down linemen plus 2 or more linebackers or defensive 
backs making a predetermined charge across the line of scrimmage. На 
lineman drops out into pass coverage, it will still be considered a "Blitz". 


In a 3-4 defense, a "Blitz" will include the 3 down linemen plus 3 or more 
linebackers or defensive backs making a predetermined charge across the 
line of scrimmage. If a lineman drops into pass coverage, it will still be 
considered a "Blitz". | 
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DOG AND BLITZ IDENTIFICATION 


We will identify Dogs and Blitzes two different ways. 


To identify the exact holes through which rushers come, we can identify the rusher by 
position and then the hole. The letters A, B, C, D, will indicate strong side rushes, and the 
numbers 1, 3, 5, 7 will identify weak side rushes. | 


7 5 3 1 A BC D 


000೦೦೦ 


We can also identify more common Dog and Blitz combinations by giving that 
combination a name. 
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4-3 DOGS AND BLITZES ` 


Saw Sam В (Sam B Will 5) 
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3-4 DOGS AND BLITZES E e 
Jack Nose (Jack 1) = Nose Jack User А) 77722 
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Strong Siam (Sam С Mike D) 
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Flush Strong (Mike В бат А) 
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уу 
Е М 


ООШ 


34 Bear Saw SS (Sam D Will 5 
55 С) 
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COVERAGES 


Basic Coverages 


Calling Coverages 


Coverage Terminology 


Cover 0 
Cover 1 
Cover 2 
Cover 3 
Cover 3 Weak 
Cover 4 
Cover 5 


Cover 7 
Cover 8 


Cover 9 


NICKEL COVERAGES 
Calling Nickel Coverages 
Cover 00 ` 

Cover 11 

Cover 22 

Cover 33 

Cover 44 

Cover 55 

Cover 66 

Cover 17 

Cover 99 


BASIC COVERAGES 
COVER 0 Blitz coverage — straight man coverage. No Free Safety. 
COVER 1 CINCO Man free — Man to Man coverage with a Free Safety. 5 Man rush. 


A) | HOLE Man to Man coverage with a Free Safety and a free Backer with no Man 
to Man responsibility. 4 Man rush. 


B) 1 WEAK Man Free with Free Safety covering #2 receiver Weak. SS is free in deep 
middle. Can be used with Cinco or Hole. 


C) 1HOLE # Man to Man with a Free Safety and a true double on the jersey number of 
a specific receiver. Example: 1 Hole 33. 


COVER2 Two deep 5 Under Zone coverage 

A) 2MAN Two deep, 5 Under Man coverage 
COVER 3 3 deep 4 Under Zone coverage. Variations include Buzz, Cloud, Sky, Weak 
COVER 4 Four deep, 3 Under Zone coverage 

A) 4MAN 4 Deep, Man under coverage 
COVERS Man to Man with a Double 
COVER 6 Weak roll with a Quarter, Quarter, Half configuration in the secondary and a 4 
Under Zone Coverage. 
COVER 7 Double Coverage, Man Coverage with a designated Double on a single receiver 
COVERS А 3 on coverage resulting in a double on the widest receivers based on the 
inside receiver release. Can be played with Man as Zone by the Backers 
COVER 9 Strong Roll, Quarter, Quarter, Halves configuration in the secondary and а 4 


Under Zone coverage 


CALLING COVERAGES 


Use the following sequence to call coverages based on our coverage numbers and terms. 


ZONE: 


EXAMPLES: 


Penny 
Nickel 
Dime 

Dollar 


3 DB's 
5DB's 
6 DB's 


157. 
2". 


Coverage Number 

Sky, Cloud, Buzz to indicate primary Force/Flat responsibility 
Descriptive term for special secondary technique if necessary 
Term to indicate number of rusher if necessary 

Any Dog or Blitz 


3 SKY MAX 


7 ACE 


2 CATCH 
3 BUZZ CINCO 
(S&D, M&A, W-C) 


7 DB’s.. 


DEFENSIVE GROUPINGS 


23: 


10. 
11. 
12. 
13. 


14. 
15. 


16. 
17. 


18. 
19. 
20. 
21. 
22. 
23. 
24. 
25. 
26. 
27. 
28. 


ACE 
BUZZ 
CATCH 


EXCHANGE 


CINCO 
CLOUD 
SQUAT 


CAT 
DEUCE 


ROBBER 
THIEF 
SPY 
TRAP 


‘TREY 


ZONE DOG 


CLAMP 
SUP 
JOKER 
BAIL 
HOLE M 
BANJO 
VICE 
SHOW 


COVERAGE TERMINOLOGY 


Double coverage on widest receiver 
OLB with flat and force responsibility 


Corner technique in which he has flat responsibility while playing level at 
around 5 yards 


An alignment placing the SS on the LOS in front of Y with an outside 
rusher on the LOS | 


5 Man rush 
Corner having flat and force responsibility 


A 3⁄2 coverage resulting in a Double on the widest receiver based on the 
inside receivers release 


Corner Blitz 
Double coverage on second widest receiver 


Man coverage within a zone when the receiver leaves the assigned zone, 
he is released by the defender and he continues to play his zone. 


3 Man rush 

Man Free term indicating SS in hole coverage 

Man Free term indicating FS in hole coverage 

А defensive line technique dropping him off into coverage 


A corner appearing to play trail technique but rolling back into a short 
zone 


A double coverage on the 3rd receiver 


A defensive lineman dropping out to cover a vacated zone resulting from 
the dogger 


Press Man to Man away from Corner roll with primary run support 

SS on LOS over Y with Sam aligned outside 

SS aligned as part of the front strong 

Coverage technique aligned in press and then running out for 1/3 coverage 
an Free term with 4 Man Rush indicating 1 free Linebacker 

2 on 2 Man coverage in and out 

2 on 1 Man coverage by 2 secondary players, inside and out 

SS aligned on LOS outside of Defensive End or outside Linebacker 


GREEN DOG Rush by a linebacker when his coverage responsibility blocks 


DOG 
BLITZ 


Rush by a Linebacker 
Rush by a secondary player. 
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3 BUZZ 3 SKY CINCO 


COVER 3 WEAK _ 
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3 CLOUD WEAK 


3 SKY WEAK СМСО 
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COVER 5 


COVER 5 Z CINCO 
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COVER 8 SQUAT 


Ё 5 F5 
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CALLING NICKEL COVERAGES 


Nickel coverages are indicated by two digits. The first digit is the strong side (2 
receivers) and the second digit is the weak side. 


Examples: 3 Sky/3 Buzz 
11 Robber 
22 Man 


Defensive Groupings 


Nickel = 5 DB's 
Dime = 6 DB's 
Dollar = 7 DB's 
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INSIDE RUNS 


DRAW 

Lead DAW ааыр онадан вивне вни ______________-_ 2 1-2 
iio ————————— EN E E 3-4 
Brush EEE 5-6 
AGOTA 7-8 
೨ aaa Oe oak agere 9-10 
ZONE 

Belly.......................... rr ненен нн 11-12 
Rock QU RI 13-14 
AAE uos a алыр жада ы tdi eae eee 15-16 
Muscle ae 17-18 
ET T E УЛО ada 19-20 


Play LEAD DRAW RT = 2 | | Basic Blocking: DRAW 
Formations: Е 
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| ZIP W О dr 
| ZOOM 
TWINS MOTION 
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Ball Carrier: 


5: step, lateral slide and go. Read N,T,M cluster. 


Aiming point, A gap. Step 


Block the first bubble LB from the outside in. 


Step u 


Base man on, possible "Out" call. Alert "Bear". 


Backside - Cut Off. 


d Playside - Block 151 force. 


40 STACK NEKE LT | | | OVER WIDE ; 


— 


2 M 
"4 ЭЭ 5 4 Qo 
SUM A pu 


FAR RT MOTION 


OVER DINK 


OVER SINK . 
1 W 
d ERS 


"Backer" 


Play LEAD DRAW LT | и Ва Blocking: Draw ___ 
| | QB Check ОН: | 


ALERT 
Check to OG Bubble 


Into: 
Slant Toss 


C 


Act 4/5 


Out Of: 


5/5 UP 
BEAR 


QB Action and Alerts: 


` OPEN TO RIGHT. SHOW PASS AND TAKE THE BALL TO THE BACK. SET UP. 


34 | I LT ZOOM . 34 WINK 

Мех o | ра M A y 

s YE Ge W AS S E.|N 5 A х 

0 

ON OTTO y! OO D ПОО 
Acé "Backer" "Gap "|| 
| Vs. pinching » 

DE is possible 


Gap" "Backer" 


34 M TUFF 


34 SINK NEAR LT 
MK, j x 入 
STE NA EW ра | 
/ SGP пор 23 550 E 
Q ss "Backer" V au 

| 5 FAR LT MOTION _ | 
ма AE NGE J i 
1 Sa ಸ 060 % fe као Y 
ЛЭЭ е Under Deuce 

—O O 


Bear Ад) 


Play ISO RT | un" Basic Blocking: DRAW 
Formations: | | 


FS 

С 55 
| (FLY) 
Kg М ЕТ М Е 5 k š 
FAR MOTION 
1 ZIP | JN 
I ZOOM Q © JO O 
DEUCE OFF (J) "Backer" 


TWINS FLY 
І OFF М) 


Ball Carrier: Aiming point A gap. Steps: drop step and go. Read N, T, M Cluster. 


Set up, block Mike. Exception, Over 34 


Block Sam. Alert "Hang" "triple", Bear. Exception Over 34. 
z 


Backside - Cut off. 


: Playside - Block 1st force. Alert - Search 
40 STACK | КТ (SEARCH) OVER WIDE JS 


E ЛЭ Tr E S W ES E a 
< WEL, 2 poll 
Backer" б) 


BIG BEAR 
s 1 M РЕ. 
W EFT ТЕ 


OVER SINK | SPLIT ВТ — OVER VER DINK_ 


C ENSS SE S 


Basic Blocking: DRAW ___ 


Play ISO LT .. QB Check Off 
ec à 


C C ALERT 


CHECK TO OG BUBBLE 
into: 

Slant Toss 

Act 54/5 


Out Of: 
S/S UP 
BEAR 


QB Action and Alerts: 


SHOW PASS AND TAKE THE BALL TO THE BACK. SET UP. 


OPEN TO RIGHT. 


ЗА UNDER >> 


О 
л "Under" | | ú Vs 


Play BRUSH RT (PUMP) Basic Blocking: Quick Draw 


Formations: 


DUAL 
FLEX 


This is a quick dra 
Ball Carrier: lateral side step. 


Block бат. "Hang", "Triple", Bear. 
CRM Back side - Cut Off. Slot- Block DB over you 
ES Playside - block 1st force. In Slot - block man over you. 
OVER WIDE JS 


40 STACK DUAL RT __ | 
WA AM ) M 

| ESO ENS | WE T ) Е 5 

ed 1 е | (е 1666 | 


OVER 34 


OVER SINK M 


| Меш ||] od WE | 


Play. BRUSH LT (PUMP) (RAP ENCORE | | _ Basic Blocking: Quick Draw 


ss 
ALERT 


into: 
Arc 


@— о 
Qu 
Om 


Qut Of: 


7 MAN FRONT 


QB Action and Alerts: 


OPEN TO THE RIGHT. SHOW PASS AND TAKE THE BALL TO THE BACK. 


FLEX LT | 34 WINK — 


| SPESE 


"Out " | Р 


Play PAINT LT BIER _ _ Basic Blocking: Base Draw 
Formations: 


I (OPEN) A 

NEAR JAM b ೨8 
FAR 

FAR ORBIT 
DEUCE ЗАМ . 


DEUCE FLOW 


Ball Carrier: This is a Slow Draw. А Сар, drop step 5 до. Read N.M.W. cluster. 


Step up and over, read OG to get to WLB versus reduced look. 


Y: Base cut off; Alert "Out", "Moon", "Plug" 


PU Playside - block 1st force. Slot- block. DB over. Alert Dbl Crk. 
Кш Backside - Cut Off. In Slot - Block DB over you. Alert Dbl Crk. 


40 STACK I RT (SEARCH JK OVER WIDE JS 
4 W AM | 
E T Т E 
227 SE 655 M e Ч 
—) = 
@ 


OVER 34 


40 DINK — 


ES 


OVER DINK 


ОУЕВ y M 
W ЕТ Л N 


t 
t “ 
О 


B Under 


Play PAINT RT . Basic Blocking: Fan Draw (34) 


FS SECUN UD ECL раса ана ыы QB Check Off: 
SS 

ALERT 

С С ` 
W 1 Into: 

Act 4/5 | 
O Backer Out Of: 

FS UP 


7 Man Front vs. 3WR 


QB Action and Alerts: 


OPEN TO THE RIGHT. SHOW PASS AND TAKE THE BALL TO THE BACK. SET UP. 


34 IT 34 WINK 
M J Ен М 
SE М Ew i SE М EITW 1 
] оба | COGOR 
очи“ O 
Scoop "Backer " O Scoop 
O ® 


E 
JAQ 
"Backer " 


34 SINK 1 I Ma h 34 M TUFF 


J 
E W 1 | 588045, 2 


Зоёр 
ШӨ 
| Е E 
Under "Backer 
ө 


34 BEAR M4 | ШЕ; Й М 1 J 
S EN 


| "әдә. op] ಕ b" ó 


"Straight" ೧ "Backer" 


34 DINK 


Play DRAW LT HEREIN ಚ ಚ್‌ Basic Blocking: QUICK DRAW 
| BIRT QB Check Off: 


ALERT 


into: 


Out Ot: 


S/S UP 
BEAR 


QB Action and Alerts: 


OPEN TO THE RIGHT. SHOW PASS AND TAKE THE BALL TO THE BACK. SET UP. 
POSSIBLE PUMP OR RAP. 


34 | | LT 777734 UNDER 


.34 BEAR |. M “DEUCE LT FLOW у = 34 DINK _ 
WS ENE J STEN E 
೦೮೦೦೧೦೦ O оро Б 
O O o. O 2 
3 | 


Play DRAW RT ' 
Formations: — 


DEUCE (JAM) ( FLOW) 
l 


_ Basic Blocking: QUICK DRAW 


FAR 
FULL 


Ball Carrier: Aiming point, A Gap. Steps: drop step and go. Read N.T.M. Cluster. 
Back: /F Block Will. If on the LOS, block EMOL. 


Block Sam. Alert "Hang", "Triple" 


OVER SINK 


Play BELLY RT uum Basic Blocking: Zone 
Formations: 
l 


FAR WING С 4 ss 
NEAR JAM 4 С 
DEUCE 

DEUCE JAM d 

DEUCE ORBIT O 


| Open step with near foot, cross over, chase outside leg of OT. 
Ball Carrier: Ё | 
Цэг Block EMOL away from the play. 
Base, Alert "Quad". | 
x [Backside Cut ом _ _ 
Ри Play side. Block ist force. | | 


40 STACK OVER WIDE 


— 


4 = | E "n : | 
les «| 7 EU > 
H X Z "бле X 
: 5 ೨ 
Scoop NO | 
ы 


m 
OLE 
CC 
>p 
: 


ЕАК RT ZING 


us (а 


"OVER SINK 


OVER SINK _ 
Ld 
б 
| 


С.Р. Е 


Block Will | 
-11= | 


Play BELLY LT ` Basic Blocking: Zone 
зет | QB Check ОЙ: 


ALERT 


е 


Into: 


E EO я 


Оуег 
соо 
а! 


Slant, Toss 


Out Of: 


BEAR 
S/S UP 


QB Action and Alerts: 


OPEN. GET BALL DEEP TO BACK. FAKE NAKED. 


34 WINK 


Over Under 


34 ВЕАК 


Play Number: ROCK RT | 21221 | ಹ್‌ Basic Blocking: Zone 
Formations: 


1 (ZAP) (ZING) 


FB Lateral step, toes at 5 yards.  Aiming point - outside hip of OC. 
Ball Carrier: 


Back: 


| у: Lead block - Base, Triple - Alert "Ош". 
Backside - Cut off. Slot - Block DB over you. 
| Playside - Block 1st force. In slot - block man over you. 
50 STACK _ J RT ZIE J OVER WIDE JS 


. у К 
223 i 5 3 ҒА i d у б d EE : 
Q 4 
Кеде Slip La Wall g? Za 
—O__ | O | 
OVER 34 | RT ZING | BIG BEAR 


4 


` 


e E 
11385 


ಗಾತಾ” 2289 | Triple 


O 


O EO 
OVER SINK OVER DINK 


Zata Бен 
i ЕЗІ N ЕЕ sages V 


"ELT 


-1 ve 


ROCK LT Р | ಹತ್‌ | | Basic Blocking: Zone 


Play 
та ОВ Спеск ОН: 


ALERT 
into: 

FLIP 
Out Of: 


WEAK 
TACKLE BUBBLE 


QB Action and Alerts: 


REVERSE OUT. GET BALL DEEP TO BACK. FAKE FLIP. 


Triple | 
# 


Б р Бо E ЕС қ t gu 


ug 


Play . WHAM RT Basic Blocking: BASIC ЖНАА 
Formations: | | | ü 


| 
FS | 
МЕАВ (FLY) C 55 
ЕАК MOTION 
TWIN MOTION 
TWINS BANG 


` 
" 


TWINS НАММЕК 
TWINS TIGHT BANG 


Ball Carrier: Pivot over near foot, cross over, get square. Chase outside leg of OG. 
: ° О D 5 


ಕೊಟ |; efense block 3- Tec 
Base, Triple. Alert "Out" call. 


Alert, "Even", "Odd", "Over". 
Backside - Cut off. 
| ಕಹತ 7183/516೮ - Block 1st force. 


80 STACK. NEAR RT . OVER WIDE 


х РАУ: ALAS 


"Backer" MASA 


TWINS RT MOTION - BIG BEAR 
< 


M 
ыт E ЖЕ 
OOLJOOO 


50 DINK 


w, Мое 

E TRGA 
"C ub" O NO 
"Event [sip Оте 


"OVER SINK NEAR 7 | OVER DINK 


E W Gu 
" Mele "Club" de iod 
. "Асе! Тгіріе "Acà Triple 


-15- 


Play WHAM LT ________ ಜಾ ಡಿ ^^ Вазк Blocking: BASE WHAM 
= FS QB Check Off: 


ss | ALERT 


| 
| С 


С 
| | EA J 
A a х 
O~ 


Гав Action and Alerts: 


OPEN. GET BALL DEEP TO BACK. NAKED. 


ESTRE "TWINS LT MOTION 7734 UNDER 


¿M y Ш Тос 
"n AE ~ 


34 J TUFF 


рмен наны od 


NEAR LT 


| 34 SINK | | AJ 34 M TUFF 
He A ЕМ ЕМ S 
S TB XN ДЕ und pa 
55 efe Ss / ҳа ЧОО 
: "Ace" "Backer" 
Triple "Ace" "Backer" | ө 
34 BEAR M < 2 | М ped 34 DINK 
ws ENE J STEN Е M За 
೦೦೦೧೦೦ 509006“ 
O O "Ace" 
С) Triple 
N/A 5 


Play MUSCLE RT _ = __ Basic Blocking: Zone 
Formations: | 


| SLOT FAKE ZAP 
| 

МЕАК 

I SLOT ZAP 

| TIGHT (FLY) 


GHOST 


Bali Carrier: Open step with near foot, cross over & chase outside leg of OT. 


Block secondary force. Alert "Look". 


Backside Cut Off | 


Zap/Fake Zap - Block EMOL 
-40 STACK. | RT-SLOT FAKE ZAP. Ок OVER WIDE JS 


E PS = "sche, Ga 


ü Loo k" 


OVER 34 


E Z= 


Play MUSCLE LT Ea ae | __ Basic Blocking: Zone č 
Ен ES | Viper ET ee | ` ОВ Check Off: | 


де 


QB Action and Alerts: 


OPEN. GET BALL DEEP TO BACK. FAKE PLAY ACTION. 


I LT SLOT FAKE ZAP 


34 BEAR a | | LT SLOT ZAP ` 
A a L A M S5 Wem 
хо үу Ë 
O 


"Under" 


Play SLANT LT SE | | NEM | Basic Blocking: -Zone 
Formations: | | 


1 (ZIP) (ZOOM) FS 
FAR C ^ | ss 
NEAR JAM 


M 
I SLOT (SAIL) W E d 5 
| | SLOT SLIP (GHOST) Š viu 5 5 5 
TEX ORBIT,MOTION E | 
O 


FAR FLOAT | 
TEXAS ORBIT, MOTION Sli 


: Open step with near foot, cross over 5 chase outside leg of ОТ. 
Ball Carrier: | 


Block WLB. 


Base cut off; Alert "Moon", "Plug". 


Playside - Block 1st force. Slot - Block DB over you. Alert Dbl Crk. 


Backside-Cut Off. Alert Search. In Slot - Block DB over you. Alert Dbl Crk. 
40 STACK | RT (SEARCH JK OVER WIDE JS 


—r —— ——— 


4 W À 


У EREE] | Ltd 
| | 


OVER 34 I ЕТ ZING BIG BEAR 
Á M AS MN | © AN 
L^ ೫ ET T, JÆ ba W TE qH SE 
೦೦ пооБ дорбо с 
О- {7 O ` 
Over Y O Scoop y O Under 


OVER SINK FAR RT OVER DINK 
ya wera EE e ќа 4 SIETE РТ 
б de Sod AE 9 P b 
Ge under Bump Under 
O | O 


| Play SLANT RT. ES ЕЙ жоол Buena | Basic Blocking: Zone ____ 


FS QB Check Off: 

SS 

С „го ALERT 
^ M, J | 
S Y W into: 
С Cy CY POSS. "PLUS" 
GAME PLAN 
O Scoop 
Over Ош ОҒ 


FS UP 


QB Action and Alerts: 


OPEN, GET BALL DEEP TO BACK. FAKE SLANT, BOOT PLAY ACTION. 


34 UNDER 


А 


ನ Ем | 
| ಡೆಲರಿದಿಲರಿ 
паег О 


Over 


COUNTERS/TRAPS 


AAE 1-2 
Giant COMING a ಸಂ dee Te 3-4 
Е Qy Аты ಯೂ ಯು 5-6 
ಹ ಯಯ EDD 7-8 
GEUREAK 9-10 
Belly Scissors ಲ ರಯ ಚ ॥ [3 поезына ын 11-12 
GA EAEE 13-14 
人 15-16 
ERR ಇಂ ಅಂ MS Ea uan eu 17-18 


FAK [evens Vr 
ТЕХ 
DEUCE (ORBI T) 


Ball Carrier: | : 
Aiming point, inside leg, of OT. 
dd inside or outside for Bubble Backer. 


s block and 


fe 


- Cut Off 


Backside 


OVER WIDE JS 


A0 STACK FAR RT SLOT ZOOM JK OVER WIDE Ј5 
i M 4 
7 W 2 Т Sq EJS 
О D А) 
ಲೆ Deuce 
OVER 34 FAR RT BIG BEAR 
> 
de WE > B e К РЕС: 
9 x зеро 
Ніпде = ii 
(3 ар Possible 
| TE Out 


% " li " 
Possible Slice A 


NEAR RT_JAM 40 DINK 


ರಾವಾ ы] 


UNDER WINK 
та i 


Hinge 


1 


хо 


OVER SIN 


Play COUNTER LT. ER Е Basic Blocking: Counter Trap 
ಇಷ್ಟ] QB Check Off: 


ALERT 


Into: 
GAME PLAN 


Out Of: 


BEAR 
S/S UP 


| QB Action and Alerts: 


OPEN AWAY FROM THE HOLE. OVER THE TOP BALL HANDLING. 
FAKE NAKED. 


34 — ILT ZOOM 34 WINK — 


1 Де 52 E 


Trey Post € uL Hinge 


34 DINK 


"So 


: С 
Play Giant Counter RT ` 2 аг _ Basic Blocking TO” 


Formations: 


| Wing 
Far Wing C 
Near Wing (Motion) 


Jump step read FB for Cut. 

ПОИ Step ир, read Guard's Ыоск апа lead inside ог outside for Bubble Backer. 
Gap block, "TREY" to far LB, "TEAM" to near LB. 

ин Васка де - cut off. 

Сар Block. Possible "Team" | 


80 STACK FAR RT WING ` OVER WIDE JS 


Mau ಬುಡ್ಡ 
WE DUDES 
de аза 


d Deuce Team 
OVER 31 NEAR RT WING ORBIT | и BIG BEAR 
AM Acc 5 АМ 
W E ^. p E | W Ери Tis E 
52 "To y IQ plorera 
е : ou BEE в 
а: геу Hinge 'Gap 
oO >) теат 


1 RT WING 80 DIN 


UNDER WINK 


OVER SINK 


Counter 
250. 


Play . Giant Counter LT _ OS et __ Basic Blocking: 
| FS QB Check Otf: 


O 


QB Action and Alerts: | 
OPEN AWAY FROM HOLE, OVER THE TOP OF BALL HANDLING. FAKE NAKED. 


34 UNDER — 


34 BEAR |) FAR LT WING _ MA “ЭД. DINK 
A Е 


eak, 


О 


Play POWER RT | : | Basic Blocking: GAP TRAP 
Formations: 1 


| С 
МЕАК < C 
FAR MOTION \ 
TWINS MOTION O 
Jump step. Aiming point, 295196 ЕС of ОТ. 
| EE Block first man outside of TE. 
Gap block DE or Mike. Alert Trey to far LB. 
SE Backside - Cut off. 
| ಚ Playside - Block 151 force. | 
30 STACK SPLIT ET. Ок OVER WIDE JS 
W 2 M ^N 2 
E T S N P wE T ELS 
© O & Is 
Hinge rey O ut О 
• e 


“NEAR ВТ BIG BEAR 


м YE T L $ 
39 ГО CO 
Hinge Li Eu n - р" 


OVER SINK 


Play’ POWER ГТ . | = Ee e Basic Blocking: САР TRAP 
| QB Check Off: | 
| 
| 
| 


ALERT 


| Into: 
GAME PLAN 
Out ОЕ 


BEAR 
s/s DOWN 


QB Action and Alerts: 


OPEN. GET BALL DEEP TO BACK. FAKE BOOT. 


34 UNDER 


Ме Ј 
3 Ee 
Gap "- Q \ bat Hinge 
@ 


SPLIT LT 


D 
x 
22 
c. 
m 
= 
Сп 
m 
< 


"Сар" Hinge 


Play GIANT POWER RT Basic Blocking: GAP TRAP 
Formations: аи MEE . da KO Eto 


NEAR WING 2 J 
FAR WING MOTION 


Jump step. Aiming point, inside leg of TE. 
KS Block 1st man outside of Z (2nd TE) 
Gap block ЕЕ "Trey"to far LB, Team" to near LB 
PEN Backside - Cut off. mm | | | 
| Gap Blocking. Possible "Team" | 


50 STACK FAR RT WING MOTION Jk OVER WIDE JS 
W M = M 4 
E T T WE T E //S 
% O от 18163527 
Hinge re ~ 5 
Q “7 Deuce 
ОМЕК 34 de NEAR RT WING ^ BIG BEAR | 
M 


S P 

WEL ЩЕ Jw Е кт, Тк ЗЕ 
ger „4 

| | О ಈ 


OVER SINK | NEAR RT WING 
ತಾ шет М 5 
W E, 


Deuce Team 


Basic Вюскта: GAP ТКАР 


Ptay GIANT POWER LT 
| QB Check ОН: 


ss 


Lea 


QB Action and Alerts: 


OPEN. GET BALL DEEP TO BACK. FAKE BOOT 


34 | FAR LT WING MOTION 
ar MA J A dd J 2 
МАЕМ га ^ N E W 
BS SHPO 275 SUDO 
ЭЭД fe он с: 
rey Gap Hinge Сар Ніпде 
O О 


"Сар" Ніпде 


Play Number: SLANT LT SCISSORS | | а | Basic Blocking: BASE COUNTER 
Formations: 


FS 
FAR C 


NEAR JAM 
DEUCE M C 


I ZOOM) . "65555460 
DEUCE JAM · | 
(2T) 1 TITE (FLY) А @ Ó O 


Ball Carrier: PIVOT, LEAD, CROSS OVER AND BEND BACK.  AIMING POINT IS INSIDE LEG OF OT. 
BLOCK WILL. ALERT FS 


BASE - ALERT: "OUT". IF FLY, BLOCK 1ST MAN OUTSIDE OT. 


РУЖНЕ BACKSIDE-CUT OFF. SLOT-BLOCK DB OVER YOU 


| ಔಡ PLAYSIDE-BLOCK IST FORCE. IN SLOT-BLOCK MAN OVER YOU. 
80 wz | Кт (SEARCH) Ок ОУЕК WIDE JS 


b a P [oue 8 


OVER 34 | RT 7ООМ BIG BEAR 


UNDER WINK о | 80 DINK 


OVER SINK TI ET SLOT. ^ . OVER ОМК 
UE aay Ge TM No? 


ө rea € 292 = 


Play SLANT RT SC!SSORS Begiz Blocking: Base Counter 
жыйы Е FS | | i QB Check Off: 


ss 
С A С 


P d 386868” 


QB Action and Alerts: 


ALERT 
Into: 
GAME PLAN 


Out Ot: 


BEAR 
S/S UP 


OPEN AWAY FROM THE HOLE. FAKE SLANT, HAND BALL OVER THE TOP TO BACK. 


I LT SLOT | u 34 UNDER | 


--10- 


Рау BELLY RT SCISSORS КШ ಕ Basic Blocking: BASE СОЦ! 
Formations: | | 


| FS 
FAR C < ss 
NEAR JAM : M gd, 58 
DEUCE JAM A 
FAR (200M) | 
ТЕХ (MOTION)(ORBIT) | 
Ха O 
x 
ЗА. 
ө 


Ball Carrier Pivot, Lead, Cross over апа bend Баск. Aiming point is inside hip о? ОТ. 


Base, Possible, "Quad", "Triple". 
ಗ Playside - Block 151 force. Slot - block DB over you. Alert рЫ Crk. 
А, Backside - Cut off, т Slot - Block DB over you. Alert Dbl Crk. 
50 STACK | | КТ. | JK OVER WIDE JS 
W M M 
I E ES i we VT 1 ES 
ОМЕК 34 | RT ZIP | BIG BEAR 


M S e 
I үү ó Y do T T E Т W Е 
© NOOO О од 
= ед h Зааны 
UNDER WINK =l NEAR RT JAM _ 80 DINK 


" S 
er: ~ L 5440466 


OVER SINK | EAR RT ZIP OO OVER_DINK 


ASE 
Basic Blocking: COUNTER _ 


Play. BELLY LT SCISSORS 
QB Check Off: 


Alert 


into: 
Game Plan 


Out Of: 


Bear 


QB Action and Alerts: 


OPEN AWAY FROM THE HOLE. FAKE BELLY, HAND BALL OVER 
THE TOP TO BACK. 


Play POWER WEAK LT = Basic Blocking: GAP TRAP 
Formations: 


FS 
| 55 
FAR M C 
NEAR JAM МЕТ T E S 
Фен егете 
O O 
® 
O 


Ball Carrier: Jump step. Aiming point, inside leg of OT. 


Block EMOL 


Base cut off. Alert "Out", "Moon", "Plug" 


Playside - Block 151 force. Slot - block DB over you. Alert Dbl Crk. 


| EMEN Backside - Cut off. In Slot - block DB over you. Alert БЫ Crk. 


40 STACK _ 1 RT JAM JK OVER WIDE JS 
M 


AM 
| DUB: WE TT ES 
d NXO. H9 Ó Ó 23 ೦ oogooo 


OVER 34 


80 DINK _ 


OVER SINK OVER DINK 


WE + + 1 
O ೦೦ ೦೦೦ 


N/A ЖЕКЕ: 


"Gap" н Slice" 


Play. POWER WEAK RT __ ДЕ | Basic Blocking: GAP TRAP :. 
| | s | — aB Check ОН: 


ALERT ` 
into: 


GAME PLAN 


Ош Ot: 


NO TACKLE BUBBLE : 
FS DOWN edo 


QB Action and Alerts: 


OPEN. GET BALL DEEP TO BACK. FAKE BOOT. 


COUNTER 


Play STUTTER LT шин | 220 Basic Blocking: TRAP 
Formations: = 
| Е5 
FAR MOTION 55 
NEAR (ZOOM) M C 
W E T. T E S 
дешево С 
O 
О 


e 


Ball Carrier: Jump step. Read FB for cut. 
| Step up. Read Guard's block and lead inside or outside for Will. 


| Base cut off. Alert "Out", "Moon", "Plug". | 


Playside - Block Ist force. Slot - Block DB over you. Alert ры Crk. 


Backside - cut off. in Slot - Block DB over you. Alert ББ! Crk. 


40 STACK | КТ ОУЕК WIDE JS 


Ha | — M JK 
Ра 4 UR JN ТЕЗЕК 
O O O LO O O 
O O 
N/A 
OVER 34 | BIG BEAR 


80 DINK 
; Е | 
об 


"Slice" 


OVER SINK 
WE T T E 
O 00000 


COUNTER 


Play STUTTER RT 20 | | Basic Blocking: T RAP 
QB Check Oft: | 


ALERT 


Into: 
GAME PLAN 


Ош ОЕ 
FS DOWN 
NO TACKLE BUBBLE 


QB Action and Alerts: 


OPEN AWAY FROM THE HOLE. OVER THE TOP BALL HANDLING. FAKE NAKED. 


FAR LT MOTION 


Play STAB LT "PM A = Basic Blocking: Counter- T 
Formations: 


NEAR 
TWINS t SS 
FLANK 


TROJAN I W 5 & d 5 Je! 


Ball Carrier: Pivot, lead, cross over and bend back. Read OT's block for cut. 


Block 151 man off Y's hip. | 
Block inside gap. C.P.: use far shoulder. Alert: "Vise"vs. OG Bubble. 


Play side: ВюсК 15: force. Slot-Block DB over you. Alert Dbl Crk. 


AME Backside: Cut Off. In Slot-Block DB over you. Alert Dbl Crk. 


80 STACK | NEAR RT Ок OVER WIDE JS 
^ W М М 
24 EAT 13 NE TT Е 
99 ге ОО ба 
и x 
OVER 38 _ NEAR ET BIG BEAR_ 
4 M S : < 
W A ы, TOT Se 
: | ë 
"Backer" , i / KO е . i 
/ 
A WINK | s NEAR ВТ . — 80 DINK _ 


W 


г t EE 
CAM d 


“OVER SINK И 77 NEAR RT OVER DINK 
| 


j S 
7 “аа А еу 
"Bader bo ын 


\ 
Па 


OW, 
— 


Play STAB КТ are ee | o Basic Blocking: Counter-T 


C 


Out f: 
NO TACKLE BUBBLE 


QB Action and Alerts: 


OPEN AWAY FROM THE HOLE. OVER THE TOP BALL HANDLING. FAKE NAKED 


34 | | тр NEAR LT 5 š: 34 UNDER > 
M J M й 
RU. NEW S ЕТ N EFW SO 
56 F 
кан, * е Vise 


NEAR LT 


34 M TUFF 
SEM МЕМ d 
ово По | 


M "Backer" 


34 BEAR EAR LT 34 DIN = 


D AE 


| 55 | 


Play FLIP LT- _ | | | Basic Blocking; BASE соим 
Formations: - — 1 


FS 
! С ss 
1 ZIP M С 
М ЕТ T Е S 
O ООПООО 
С) О 
N/A - 


Ball Carrier: Hesitate. Run Pitch Course. 


Base, Triple - Alert "out" call. 


Backside - Cut off 
40 STACK ш _ І ЕТ Ок OVER WIDE JS 


7 У. МЕ T T ES 
6146665 ೧ 
© 


ОУЕК 34 


play FLIP RT _ | 2S Basic Blocking: BASE COUNTE 
1 QB Check Off: 


ALERT 


Into: 


ROCK 


Out Of: 


NO WEAK TACKLE 
BUBBLE 
FS DOWN 


QB Action and Alerts: 


FAKE ROCK. FLIP TO BACK. 


И 734 DINK 
do" 7b 


+ 
` 
` 


e 


-20- 


OUTSIDE RUNS 


A ಚ ಚಚ эл ateek 1-2 
OUSIDE BOSS asien т НИТИ 3-4 
Ed Crack.................. TD Gte — € A СОКТО СЕ И 5-6 
Toss........ ari aaa ಹೂಸ Tu E eragi ҰНДЫ АНЫ ЫНЫ аман бе 7-8 
Toss Crack ಕಟ ಟೊ ___ ан 9-10 


Play. OUTSIDE RT =—_ Basic Blocking: BASE HOOK 
Formations: el БА ко а В, Л! 


da c ss 
FAR T Ч M * d C 
DOUBLE ) Е j ма 
DUAL 000046 ^ 
TEX "Plug" Š ED | 


Straight" 


O. 


Ball Carrier: 


Jjump step. Aiming point inside leg of TE. Read TE block. 


Playside - Biock 151 Force. 
In Siot - Cut off. In Backfield - Block E.M.O.L. Backside/ 


Block DE. Alert "Base" call. Alert Bear. 


Backside - Cut off. 


Backside - "= Bloc 
Twins - Block ОВ over you. 


40 STACK ШЕ R 2 OVER WIDE 


Playside - Block Ist force. 


'Change" Call 
Bear Adj. 


UNDER WINK 


«(4 


_OVER 51МК DOUBLE RT ORBIT 


M 4 SA 
P W E т, aD, ; p> 


Play OUTSIDE LT | _ Basic Blocking: BASE HOOK 
| | aa | QB Check Off: 


ALERT 


Into: 
GAME PLAN 


Out Of: 
S/S UP 


QB Action and Alerts: 


SET UP BELLY PASS. 


OPEN OUTSIDE HAND OFF. 


ЗА ЕГЕХ LT FAKE ZAP 34 UNDER 
M EJ е | 
== № } S, ho E AE 
Ї EEE To ЭС [ se OO ne, > 
2 ದ್ರಾ *Вазе" Opt. SO Wali Ed“ : Опаег 


Bear Аа). 


Play OUTSIDE BOSS RT (PITCH) Basic Blocking; BASE HOOK 
Formations: | E EEE | | 


l FS 
NEAR C 4 
FAR MOTION E M C 
NEAR SLOT (FAKE ZAP &d ER E 
gs 'Straight" J 


O 


Ball Carrier: Jump step. Aiming point inside leg of TE. Read TE block. 
ಕ್ಕ ಕಕ Block 5/5. Alert "Look" call. 
| С.Р. vs. Crash, Check S/S; N/T Block corner. 
Block DE. Alert "Base" call. 
камен Backside - Cut off. Slot - Block DB over you. 


Playside - Stalk. In Slot - Block man over you. 


40 STACK Ын МЕАВ RIGHT к, OVER WIDE JS 
WA MJ АМ A 
ЕЭ Td AE S | WE, RES do 
С OO б осопеой 
Straight ED O Wall Sare agle 
"Look" С) 
OC-Call 


OVER 35 | | BIG BEAR 
一 s 


Де. 


"Under" С) 


_UNDER WI! MIN. 


Play OUTSIDE BOSS LT (PITCH) 22 Basic Blocking: BASE HOOK 


Into: 

SLANT (SLOT) 
Ош Ot: 

MIKE STRONG 


QB Action and Alerts: 


OPEN OUTSIDE HAND OFF. SET UP STRETCH PASS. 


NEAR LT _ 


Scoop Wall 


: ~ 
"Change" ೫೧೫ 
Bear Adj. ° 


Play Ñumber: 


Ва! Carrier: 


ED CRACK RT e Basic Biocking: Ed Crack 


Open angle step, speed to outside, run off force block. 


Crack EMOL. C.P.: "Team! block with TE versus tackle bubble. _ 


Ed or Base. C.P.: Tackle bubble, team with FB to Sam. 


40 STACK 


OVER SINK 


Backside - Cut Off. Slot - Block DB over you. 
Play side - Alert Crash Technique. | 


! Backside - Cut Off. 


TWINS RT JK 


Play ED CRACK LT | EEAO | | — Basic Blocking: Ed Crack ` 
E | FS ш о ОВ Check ОҒ: 


АГЕКТ 


55 
С 4 A A С 


MAJA 
SEA Е W ра 
DORO 
Q Scoop Wall 


into: 


STAB 


Oat 


Out Ot: 
4 STRONG 


| QB Action and Alerts: 


FAKE BOOT. 


REVERSE OUT AND TOSS BALL TO BACK. 


134 oo FLANK LT Z ORBIT 34 WINK 
а Ex ' "Е W 
@ O 


Play TOSS LT 
Formations: 


FAR €OOM) 
. NEAR JAM 
NEAR SLOT MOTION) 


| 
| SLOT (SAIL) 


_ Basic Blocking: Base Hook 


FS 
C SS 


; W d ја 5 edo 
d г 6506090 
Slip О Plug O 
¿NS 
e 


Ball Carrier: Jump step, run downhill course. Ammy point two yards outside OT. 


Back: Go directi 


at Will if he is aligned on LOS. 


ЇЕ WLB is reduced, read СЕОТ. 


ಶ್ರ Base cut off; Alert "Moon", "Plug" 
e ಜ Playside - Block 151 force. Slot - block DB over you. Alert ры Crk. 
ER Backside - Cut off. іп Slot - block DB over you. Alert Dbl Crk. 


„40 STACK _ 


Poss. "Quad" / 


EAE RT ZOON. OVER WIDE JS 


DEUCE RT JAM 


ЖЕТІ Е AF 
ж а 2 “ob боё 5, 


Under a 


па Page / 
Play TOSS RT _ ща DEED ES _____ Basic Blocking: Base Hook 
` ын — " ОВ Check Off: 


ALERT 


into: 


GAME PLAN 
POSS. "PLUS" 


Out Of: 
FS UP 


Plug 


QB Action and Alerts: 


REVERSE OUT AND TOSS BALL TO BACK. 


FAKE BOOT. 


(3... FAR LT = 


M 4 

A 55 № E 
оводо у © — 7) 
Plug Sco ONFE ZE Scoo АША 


> 


Не 


ж 
5 Ё Y 
"Under 


M d < — FAR LT ТООМ Е ЗР DINK 
W © Е, N Е d E 
Сев ЊУ % ыг % 
eS | 3 Under ас 


Play TOSS CRACK LT „ ... ಹಚ ಚ್‌ Basic Blocking: Toss Sweep 
Formations: 


FAR (ZOOM) FS 
SPLIT (NKL) C А ss Fi 
2555: N 
О Plug 
po e 


Ball Carrier: Open angle step, speed to outside, run off of Guard's block. 
| | Cut EMOL. 
Y: Biock Plug. 


Crack on first stacked defender. С.Р.: reduce split 


Backside - Cut off 2 
40 5ТАСК FAR вт OVER WIDE JS 


W 
2996 T T S ME 
, с Plug" 


OVER 34 _ FAR RT ZIP 


UNDER — 


UMS 


Xr y 


Е о Plug 
к 


OVER SINK \ RT OVER_DINK 


E FERIEN E 
ES x doDApDb №, 
Under O “Аад Under 3 


Play TOSS CRACK RT | Basic Blocking: Toss Sweep 
5 E FS ER ГОВ Check Off: 


La, 


QB Action and Alerts: 


ALERT 


into: 


GAME PLAN 


Out Of: 
FS UP 


REVERSE OUT AND TOSS BALL TO BACK. FAKE BOOT. 


WE 34 WINK — 
n | 
FI. 57 733 p is 7 
Plug Plug Scoop 
4---- | ЗА ТЕ 
А M 


-34 M ШЕЕ _ 


FAR LT ZIP 
"um 
ТЕ 
"Plug Undeg", 

34 BEAR М y e FAR LT ZIP — м д = Ea DINK 
WS Ev № E, Jj | va 
ರಿದ lo © 

О дан 5 


е -10- 


Play Number: TRUK RT _ | Basic Blocking: 
Formations: ПЕЕ | | 277 


ВОМСН FS 
TRIPLE ss 
FUZZ-TRIPLE 4 M С 
! 5 
dea 
6 — 
; ; ide, f k. 
гена Open angle step iia outside, run off Force bloc 
EE Block Force - Widen defender with speed. | 
ЕН Crack 1st Man оп the L.O.S., Head up to outside О 
Y: ј 
Crack 2nd Man on or off the L.O.S. from Head up to Outside OT. 
80 STACK m | | 
ಹ Ева e 人 a Triple RT 4, JK OVER WIDE JS 
В Е ша & Erde " d W E. TT 
M ` 
ыг b 
$ BE 1 | ` 
ОУЕК 34 inle В BIG ВЕАК 
AM as ನ ЕЕЕ ТА ಕಾರಾ 
| jag ats a E B fe 


OVER SINK 


> 


Play Number: Truk LT —  — Bask Blocking: _____ 
| | ОВ Check Off: uu 


QB Action and Alerts: 


Fake Boot. 


Reverse Out and Toss ball to Back. 


Triple LT 34 UNDER _ 


NICKEL RUNS 


Page No 
Outside Right/Left (60/70) ರಲಲ ener nennen nnne tnn ಚ 1 
Brush (Direct) Right/Left (20/30).................. sse 2 
QB ನಮ ಬ ಲ ಚ್ಚ್‌ ುು. 3 
Gut Left/Right (40/50) ಟಟ ಟಟ ಟಟ್‌್‌ಟ್‌೮ಏಟಹಷಟಘಟಘಫಫಟಫಘ1ಾಾು3್‌ 4 
Fake Gut Z Behind Кой ಟಟ ್‌್‌್ಮ್ಮುೃೃ್ಟ ೈ ್ನ್ಟ್ಟ್ಟ್ಟ್ವ್ಟ್ವ್ದಾರ3 5 
Stutter Right/Left ОТ.......... CE EN NA 6 
Shovel Right/Left ДІ eene амал 7 
Dive КӨР aaria eue Tetra 8 
Truk EEE ageda rda AN NG NEN AT 9 
Tank Left/Right rreren 10 


Tony ನಮೀ ಕ ಪ ಅ ್ಪ್ಪ್ಚರಾರ್ಕ್ಸ್‌ರ್ಕಾ್ಮಸ್ಪ್ಪ್ಪುುು 11 


Play Number: Outside Right/Left (60/70 u | Basic Blocking: Outside 


Formations: 
Dual (Slip) FS ss 
Double С М | 5 с 


Double (Flo) Nh E 5 Т 2 
Double (Fly) © SO 
Twins L] 

Flex Р с . EAGLE 
Float ШЫК . 


Jump step, aiming point inside leg ТЕ. Read TE's block. 
ЖАРИЯ Backside — Block DE over you. Playside — Block 1% support. 
Block DE. Alert, 5 Down | 

Playside — Block 1“ support. Backside & Twins — Block DB over you. 


Open, outside hand off. Set up, Fake Belly Pass. Alert 4 Strong. 


33 u LT _ Dual (Slip) RT zz 
| Left] Right FS ss 


ns | Ыы ы : 
| ое ZO шлан Ó 


Dual (Slip) 


42 OVER 


33 STACK 


Play Number: Brush RT/LT (20-30) Direct Basic Blocking: 


Formations: : ‚ Е5 55 4 
DOUBLE ОРЕМ TEE. M | 

DOUBLE | N Е 1 Е Е 
LEX ` 

TWINS 


Ball Carrier: Slide to mesh point, read Guards block. C.P.: Direct snap, tighten alignment. 


F: Release — Block DB over you. 


Y: 
X: 
2: Release - Block ОВ over you. Alert 2 Minute. 
QB: Hand ball to RB, set up to pass. Direct snap, set up to pass. Alert 7 in box. 
33 STG |». ОРЕХ 42 
| "Left T Right | 
, ss FS ! 4 | | FS ss 
| M J | : ыб: 5 4 
\ G М; 4 1 4 M ' 
| С Же Е: | “950608 Y 
733 WK — | | БЕХ OO | | “77777 42 Over 
А 55 Е5 4Left| Right FS SS 
| ! 1 4 
Ще N M J ! ic | 4 
N A \ 1 N M s | 
` I (S N Q = £ P 1 E ps E 7 
33 Stack | EEX | С UN5 Down 
Left | Right 
А Se ë ES А ‚ FS ss 
| o; | 
` G + г ! / \ с \ М М 4 
1 О Ó N бо М ! 2 1 1 E 5. T E) S с} 
32 o ши мэ WE. O Нэн |... OV5Down 
ss FS Left | Right FS SS 
анж пати 
\ W EE e i} s 


Play Number: QB ISO RT/LT 


: шэг _ Basic Blocking: DRAW. 
Formations: 


М FS ss 
\ МА. 


__---> 


Laser/Rocket 


` 


(5-40 
жу" 


авг ИРЕНА -- 
Drop 3 steps, turn shoulders, read block of onside guard. Alert 7 in box. 


Release — Block DB over you. 


Release — Block DB over you. 


ES Release — Block DB over you. 


Release — Block DB over you. 


Block first Backer to call. 


33 STG EE Rocket - Laser 


33 Stack 


š 
[ 

D 
` 


С 


Play Number: GUT LTIRT (40-50 _ ರ ಬ ಚ SG _ Basic Blocking: ZONE 


Formations: FS 
TWINS C W AM 
DOUBLE Ar, í T N pe 
und 1 SOHO 4 
Ball Сагпег: Open step with near foot, cross over and chase outside leg of OT. 
F: Onside - Block man on. Alert DBL Crack. Backside — cut off. 


Y: ; Base cut off. 


Воск man over you. Alert DBL Crack 
2: Onside — Block man over you. Alert DBL Crack. Backside — cut off. 
QB: Get ball deep to Back, fake Naked. Alert 3 Fair Blocks 
33STG | TWINS | +. 
Len T Right 
ss 
FS NA 
CAN MW 
950 oc 5 
SLIP к OVER 
33 WK nz Twins = ದಾರಾ 
Left | Right 
КА 9 p 
C 
5 M x 
е. UNDER 
733 Stack TWINS TRY UN 5 Down 
Left | Right 
FS NA 
J БА 4 ж i 
MOON EE 
32 | 777 m TWINS . OV 5 Down 
| Left | Right 
МА ; NA 


Play Number: FAKE GUT Z/F BEHIND Basic Biocking: REVERSE 
Formations: цагг | 
DOUBLE 

| FLEX 


н | Fake Gut, block B to С gap defender 
|ав: | Open to Gut, fake to H, hand to Z 


33 STG FLEX 42 


33 STG š Left | Right FS ss 


g 
чт 
~ 
Y 
z 
2 
< 
: 
m @ 
= 
ос 
O 
z 
o” 
-4 
ч, 
e 
೮ 
೧ 


Left | Right 


33 Stack | ОМ 5 Down 
33 Stack | Left | Right 


32 | О о Хх Е OV 5 Down 
ss FS Left | Right FS ss 
Г 


Play Number: STUTTER КТЛТ 2 | | Васе Blocking: COUNTER 
Formations: 


TRIPLE (ORBIT) 


| TWINS (Y OFF) 
| Ball Carrier: Jump step. Read F for cut. 
bed Read Guard block. Lead inside or outside for Will. 
| Block first defender 
2: 
QB: Open away from the hole, over the top ball handling. Fake Naked. Alert OT Bubble. 
[33 STG Triple (Orbit) 42 
SS FS Left | Right FS ss 1 
CAS J/ N С с w 
Ж 5 E 4 | 2 TET 
С) Flash 
Ace 
[ 33 WK — . Triple (Orbit) | | 42 Over 
55 Е5 Left | Right FS ss 
| C M. 
b Бов" ё I : 
| Ó 
Flash 
| 
| Асе 
| 
33 Stack _ Triple (Orbit) UN 5 Down 
ss FS Left | Right ES ын 
M <J N 
UM ово d U | 
Flash Ó 
| 
Асе 
20 Triple (Orbit) OV 5 Down 
| ss FS Left | Right FS ss 
м с 


о 
ag 
om 

m 

=. 
Ob 
OA 


Ace 6 А 


——— € 


Play Number: Shovel RT/LT І | ЖЕСЕ | Basic Blocking: DRIVE ` 
Formations: 


TWINS (FLY) ud us 
SPLIT (FULL) 


Step up with outside foot, catch pass and follow Guard. 
E Release — Block man over. 

Bluff E.M.O.L. Release outside of him and block alley. 
х ಐ ಯ Release — Block man over. Alert 2 man. 
РШ Release — Block man over. Alert 2 man. 

Q: | Start speed course. Flip ball to Back. 


33 STG TWINS(FLY) (0 42 
Left | Right 


42 Over 


33 Stack 


A 4 
Е | 


32 TWINS (FLY) | ОМ 5 Down 
Left | Right FS SS 
c М Nj с 


7- HINGE “GAP” 


Play Number: DRIVE RT/LT | Basic Blocking: COUNTER 
[ Formations: 


| TRIPLE (ORBIT) 
І DOUBLE 
JOUBLE Y OFF 
| (Y ORBIT) 
| DOUBLE (FLY) 


— Onside - Triple - block man over to S/S, Double - Block E.M.O.L. 


Backside — Cut off 


Q: | Open. Get ball deep to Back. Fake Boot. 


|33STG | Triple (Orbit) | | 42 
Left | Right | 


FLASH 


33 WK | Triple (Orbit) | 42 Over 
Left | Right 


33 Stack Triple (Orbit) ‘UN 5 Down 


B i EK # E 


Triple (Orbit OV 5 Down 
Left | Right SS 


š E L: ~ : 
218 | | e САР 


: [A 
N 


Play Number: TRUK RT/LT i Basic Blocking: CRACK 
Formations: ES ss 


TRIPLE с м + Me N ë 
TRIPLE (MOTION) 


TRIPLE (ORBIT) p и: EN 


"Look" 


-@ ~ 


Ball Carrier: Open angle step, speed to outside, runoff force block. 


Block force defencer 


Down block first man on L.O.S. 


Backside - cut off. 


ಜ್ರ Crack 2% man оп or off L.O.S. from head up to outside OT 


Reverse out and toss ball to Back. Fake Boot. 


33 STG Triple 42 
Left | Right FS 55 


ха > 

ber 27 

£ О ”-2 
о 

k 
e 
pm 
Онч 
Е 

೧ 


Triple (Orbit) 
Left | Right 


33 Stack Triple (Motion) UN 5 Down 
Left | Right 


32 О Tie 0 С — OV. 5 Down 
ss С FS Left | Right FS ss 
M ыг с s 
e \м ЕМ с WET T ЕМ с 
© © o до 
5соор 


Play Number: TANK RT/LT Ce Basic Blocking: CRACK 


| Formations: FS ss 
| DOUBLE (FLO) с М А 85 C 
DOUBLE OPEN (FLO) ме EXT, (т, ЈЕ 
JUAL (SLIP) Š ls Б 
‚ DUAL OPEN (SLIP) О O 
| | Slip Under 
| 7 
/ 
—@ 
| Ball Carrier: Open & sprint to outside. Belly a half step and follow OT. 
F: Crack E.M.O.L. 
Y: Base cut off. 
X: Crack first inside defender off L.O.S. 
2: Backside — Cut off. 
QB: Reverse out and toss ball to Back. Fake Boot. 
33 STG | ”DUAL (SLIP) 42 
е s E ЊЕ N : En © а MA S 
/ / N— E Ùr ГТ Е с 
QO O \ о” /odn006 
Moon ; г 
5соор : Slip : Unde 
` РА 
33 МК DUAL (ЗЫР) 42 Over 
55 FS Left | Right FS ss 
с M J 
E а. 
E с 
~ / d Е 
ФО 
Moon Scoop 
| \ 
33 Stack DUAL (SLIP) - ИМ 5 Down 
55 FS FS ss 
s M J 
E E ^ N) E N С Y N Er м 5 
бозы b M ° 
Ó ಔಣಿರ೦॥ N. 
Moon “Trio” 
Scoop N РА 
\ / 
32. DUAL (SLIP) OV 5 Down 
` 55 FS Left | Right FS ss 


с D p Қазы Е N С 28 
KO goon o à 7965005 iM 


Play Number: TONY RT/LT ___ Basic Blocking: TRAP 
Formations: 4 FS ss 
| 


DOUBLE OPEN en M s ë 
DOUBLE \м Е т Ea E 
FLEX се 

© 2 9 op © 


Ball Carrier: Align at 5 Ya Yds. Landmark is backside hip of Center. Read trap block. 


Release — Block man over. 


Block first LB type your side. If Tite, block #3. 


ES Release — Block man over. 


Release Outside — Block deep 1/3. . 


B: Open backside, hand off. Alert 7 in. 
33 STG Double Open — 4 


55 FS 


33 Stack | Double Open 


Left | Right 


REVERSES 


Fake Counter OT Z Reverse u ааа йаша ್ಟ ್ಟ್ಟ್ಟಾುರಿಯಿ EE 1-2 
Fake Slant ВЕКЕ AAA 3-4 7 
Fake Belly Z Behind ಚ een 5-6 
Fake Qut вета ii Da RR A AAA 7-8 


Fake Pitch. AL etA 9-10 


Counter 
Play FAKE COUNTER OT RT Z REVERSE LT gs Basic Blocking: Reverse 
Formations: | | иа | 


FAR ZOOM 
FAR ZIP 


HB Jump step, receive hand off and start Counter route. 
Ball Carrier: Hand ball to Z coming over top. 

ЈЕ 
Set up to cut off E.M.O.L., С.Р.: Invite him inside. 


Block Counter OT. C.P.: Tackle bubble block down except Bear, blockout 


Ени Block deep 1/2 ог 1/3 Defender. 


Ball carrier - Adjust to back and receive ball over top. 
80 ss ಗೆ FAR RT ZOOM N OVER WIDE JS 


2 ENS 


OVER 3^ _ 4 ' FAR RT. ZOOM к BIG BEAR 


қ 5 Е 
ФФ |. Ge 


A ಮ್‌ 


40 DINK 


Counter 


ОВ Check Off: 


| QB Action and Alerts: 


OPEN WEAK. OVER THE TOP BALL HANDLING. LEAD BLOCK FOR REVERSE. 


EIA — FAR LT ZOOM 34 UNDER 


d 164 A Hek 
С 
та 


FAR LT ZOOM 


DEUCE LT ZOOM. 


FAR LT ZOOM 


MB 


SLANT 
Play FAKE SLANT (LT) Z BEHIND RT Eee Basic Blocking: Reverse 


Formations: 


| SLOT 
FAR SLOT | 
РАК SLOT ZOOM 


a | Fake Slant. block Will. 

‚ Е - 

Step up, follow С/С and block force. С.Р.: Block Mike versus Bear. 
_ Block down, possible Trey. Alert DE pinch vs. Sink. 


Backside - CUT OFF. 


Ball Carrier | Ball carrier - Zip, take ball over the top, follow FB. 


40 STACK FAR RT ZAP OVER WIDE JS 
« W M 入 
VE dai bo Bs ЭГ ГЕ 54 
© @ - 3 DE 
Trey Deuce 
а) ГК 
OVER 3^ _ FAR RT ZAP BIG BEAR 
^ M P S^ do 4 
W E МЕ ve 
бо Е BO KO Q ipo 2% 2 
T c до ө Тгеу 
ө LA "G " 
СЭЗ (7 ар 


50 DINK 


OVER SINK ОО FAR ВТ ZAP ` $ OVER DINK 


^ 


' 
4 


SLANT 


Play — FAKE SLANT RT Z BEHIND LT __________ Basic Blocking: Reverse 
| ОВ Check ОН: 


QB Action and Alerts: 


OPEN WEAK, FAKE SLANT. HAND BALL OVER THE TOP TO Z. SET UP. 


| FAR LT ZAP 34 UNDER — 


M AJ 5 АМ J > 
IN d SE AM XE фа 
SL SOS ос 

w | 


ге n Gap 


BELLY 
Pla FAKE BELLY RT Z BEHIND LT | Basic Blocking: REVERSE | 
Formations: 
NEAR ZIP FS 
TWINS ZIP C 


KO | ಸಕ್ಷ се ೮ 


| нв ___ Fake Belly. Alert, SS Up, Bear. 

Back /F/Y Step up and block EMOL. Possible 2nd level if EMOL disapears. 
PON. Drive - Alert "Out" - Possible Puller. 

аш Playside - Block 151 Еогсе. 


Ball :Саггіегј Zip, take ball over the top, follow FB. 


40 STACK TWINS RT ZIP JK OVER WIDE JS 
АЧ АМ i 
EMT TD ES | ES 
ббова 
| 7 
| е 
OVER 38 NEAR ВТО BIG ВЕАК 
$ = Эр S M 
P STAI | We dei GEO es E 
ороо» О ರಿಗ 
= | 
| ws 


UNDER WINK — " NEAR RT ZIP 


OVER SINK 77 NEAR RT ZIP . ја OVER DINK 


M S M 
D “50205 |I dd 


Play FAKE BELLY LT Z BEHIND RT _ _ Basic Blocking: 
| | QB Check Off: 


Om 
СОЄ 
[= 
9 
Om 

2 
Oa е 


QB Action and Alerts: 


OPEN STRONG, FAKE BELLY. HAND THE BALL OVER THE TOP TO Z, SET UP. 


ETE TWINS LT ZIP 34 UNDER _ 


GUT 


Play FAKE GUT LT Z BEHIND RT = Basic Воскта: REVERSE 
Formations: 
FLEX ES 
FLOAT C ss 
© С 
W 5 18101616: "o T 


ಈ Deuce 


PENNE Fake Gut, Block Will. 

Fr Playside - Block 1st Force. 

Down block, possible Trey; Alert DE Pinch vs. Sink. 
— Backside - Cut off. ЕЕ 


[Ball Carrier: Carrier: Zip, take ball over the top. 


-40 STACK. FLEX RT ZIP OVER WIDE 
S <" | 
Trey Deuce 
| | е ; 
OVER 34 A FLEX RT ZIP BIG BEAR 
MA ЗА | Mozy 
W E Ч, Т, E W Ex Ty T, S-E 
чо o Ho 5 ೫ ~ ° 
Ф-- "Ace" Trey %- "Сар" 
4 А 
XA 
| © 8 
UNDER WINK 


FLEX RT ZIP 


Ha 


GUT 


Play FAKE GUT RT Z BEHIND LT — — mmm Basic Blocking: р 
| FS GB Check Off: 
| ss 
| С С 
| AM AJ 
ЗЕ M М 
| SË 
| Trey ---Ф 
| Асе 


GB Action and Alerts: | 
| OPEN WEAK, FAKE GUT. HAND THE BALL OVER THE TOP TO z. SET UP. 


34 | g FLEX LT 34 UNDER 
2. Š саг ЕТ 27 
Sy d E W T £ 了 
be rd ЦА, Y SO 
| 5894005 | LOS HR 
O —® Trey "Gao" e 


Play Number: Fake Pitch RT/LT Reverse RT/LT 2 Basic Blocking: Stretch Reverse 
Formations: 
Tex Motion 


Ball Carrier: | 
Block #3 like stretch оп run 


Block inside; Tackle bubble influence block 7, block Sam, OR Trey to Mike. 


Be “| Ball Carrier on outside edge of numbers. 
z | Block MDM u | 
в | Toss action, then peel to help on foros. EO 
40 STACK PITCH X REV RT TEX MOTION  PIICH X REV L OVER WIDE JS 
| “Ww МА LT | RT M SS 


E 


TÍ T ES ЗЕТ T EW 
ha = Е A 


UNDER WINK X REV RT ТЕХ MO TION: X REVLT | 40 DINK 
5 M 
Ë | T YT 


enter 


OVER SINK ` X REV RT X REV LT OVER DINK 
M be W. 


2 TÍ E 


Play Number: __ Fake Pitch RT/LT Reverse RT/LT — . Basic Blocking: 
FS ss QB Check Off: 


ө 155 обуу, Into: 
det Out Of: 


QB Action and Alerts: 
OPEN AWAY AND DELIVER PITCH, GIVE GROUND AND LEAD PLAY. 


40 Dink 
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PASS OFFENSE MECHANICS 


1. Almost all passes in this system will be called in the following sequence: 
1.1 Formations 
1.2 Protections 
1.3 3 Digit Patterns 
1.4 F 
1.5 H 
2: We will use names to call our protections, numbers to tell the receivers which routes to 


run, and words to indicate which patterns our back will run. 


2.1 Formations Split Rt 

2.2 Protections Scat Rt 

2.3 3 Digit Patterns 389 

2.4 F F Cross 

2.5 H Out 
3. Pass patterns are always called from the single receiver side to the two receiver side. 
4. Since we always call formation strength to the TE (Y), it is imperative that you know 


what number you run in the various formations. 


5. In all normal formations, X will run the first number, Y the second number and Z the 
third number. 


Example: Split Rt Scat Rt 389 F-Cross/Out 


3 


Q ООПООФ 


OUT CROSS 


6. 


In Slot formations, Y runs the first number, Z runs the second number and X the third 
number. 


Example: Split Rt Slot Scat Rt 364 Е Flat/Swing 


7. 


4 


© ООПООФ 
@ О 


@ 


For you to truly understand this pass offense it is important to learn the whole play and 
not Just which number you run. 


WIDE RECEIVERS ROUTES 
TABLE OF CONTENTS 


ETER dA 1 
Inside Routes... eerte SST Eee aA eka PUR Seo ces aite 2-4 


Outside Routes... u а ೫3 5-8 


(6) Сип 
12 Yds. 


(2) Slant 


a 4Yds. o (0) vs. Man 


(0) Cross 


O 


EVEN ROUTES 


(8) Post 
(Read) 


aio 
(8) vs. Closed Mdl. (4) In 
14 Yds. 14 Yds. 


(6) Curl 
12-14 Yds. 


(0) Vs. Man ತ AA 


(0) Cross 
6-7 Yds. 


(2) Slant 
4 Yds. 


(0) ув. Zone 


00೦0೪೦೦೦ 


INSIDE RECEIVER TREE (SLOT) 


(9) Go 


(7) Pump 


(5 Comeback) 
17 Yds. 
(7) Deep Out 
17-19 Yds. 
(3) Out 
10 Yds. 


(1) Quick Out 
6 Yds. 


ODD ROUTES 


(7) Deep Out 
17 Yds. 


(5 Comeback 
15 Yds. 


(3) Out 
10 Yds. 


(1) Quick Out 
4-5 Yds. Yds. 


O 


INSIDE ROUTE TREE — RECEIVER GRID 


PIVOT pe ed 
Ж” 


6-8 YARDS 


4-7 YARDS 


SLIGHT SEAM 
RELEASE 4178 
INSIDE STEP 


^; BETWEEN HASH 


Mi 29550 DEPTH ALIGNMENTS 


2 YARDS 
OUTSIDE HASH 


AND NUMBERS 


2 YARDS OUTSIDE 


THE HASH 


VARIES 


POINTS OF EMPHASIS. 


RUN IT ROUTE, STAYS ON VS 
ALL COVERAGES. BEGIN 
ROUTE LIKE A ZERO TO A 
POINT 6-8 YARDS DEEP OVER 
THE CENTER, SIT DOWN VS 
ZONE, VS MAN PIVOT AND 
RETURN. 


ELD 
CUT AND ACCELERATE. TO GET 
LATERAL SEPERATION, KEEP 
ON THE MOVE. 


ANGLE OF ENTRY INTO 
DEFENSE IS A 4-7 YARDS DEEP 
ON AN ANGLE TO SEE THE FLAT 
ROUTE. SHOULD THE FINISH IN 
THE SEAM AS THE FLAT 
DEFENDER EXPANDS. 


RUN IT ROUTE, STAYS ON VS 
ALL COVERAGES, CROSSING 
ROUTE, GET OVER THE 
CENTER, SHOW NUMBERS PUT 
HANDS UP AND CONTINUE ON 
CROSSING ROUTE (LOOKS LIKE 
PIVOT ROUTE). 


RUN IT ROUTE, STAYS ON VS 
ALL COVERAGES. AIMING 
POINT FRONT FLAG. IN RED 
ZONE AIMING POINT IS 2 YARDS 
AT THE BACK FLAG. 


INSIDE ROUTE TREE Continued - 2 
MUN MIL ALIGNMENTS 


STUTTER MD 14-16 YARDS | 
i a 


1 ROUTE 


СО 2ROUTE 2 STEPS 
3 ROUTE SLIGHT ANGLE 
OUT 3"? INSIDE 

STEP 


POINTS OF EMPHASIS OO 


RUN IT ROUTE, STAYS ON VS 
ALL COVERAGES. GET UP 
FIELD ABOUT 11 YARDS THEN 
START POST ANGLE BUT NOT 
CROSSING HASH, PIVOT LOSING 
GROUND LOOKING FOR OPEN 
AREA. 


2 YEARS 
OUTSIDE HASH 


CROSSING ROUTE, VS ZONE 
READ DROP OF LBERS. DO 
WHAT YOU SEE IN FRONT OF 
YOU - IF A DEFENDER IS 
WAITING ON THE OTHER SIDE 
SIT DOWN FROM CENTER OVER. 
NO DEFENDER KEEP ON THE 
MOVE. VS MAN, RUN AWAY, 
YOU MAY HAVE TO STAIR CASE 
HIM. 


2 YARDS OUTSIDE 
THE HASH 


RUN IT ROUTE, STAYS ON VS 
ALL COVERAGES, VS ZONE 
COME OUT OF THE BREAK 
THEN UNDER CONTROL BEING 
AWARE OF FLAT DEFENDER. 


2 YARDS OUTSIDE 
THE HASH 


RUN IT ROUTE USED WITH 22 
COMBINATION, DO QUICKLY 
CROSS DEFENDERS FACE TO 
OPEN ZONE FOR OUTSIDE 
RECEIVER, NO HESTITATION, 
CAN GO ABOVE OR BELOW 
DEFENDER. 


2 YARDS OUTSIDE 


RUN IT ROUTE STAYS ON VS 
ALL COVERAGES VS PRESS 
MUST WORK TO GET AN 
OUTSIDE RELEASE WITH A 
VERTICAL PUSH BEFORE 
BREAKING OFF ROUTE. VS 
COVER 2 RUN SPEED 3 ROUTE 
BUT BEING AWARE OF OUTSIDE 
DEFENDER. 


2 YARDS OUTSIDE 
THE HASH 


INSIDE ROUTE TREE Continued - 3 


ROUTE VISUAL DEPTH ALIGNMENTS POINTS OF EMPHASIS 


774 ROUTE | 14 YARDS | 2YARDSOUTSIDE | RUN IT ROUTE, STAYS ON VS 

f THE HASH ALL COVERAGES. GET 
VERTICAL PUSH TO 14 YARDS, 
VS ZONE COME OUT OF THE 
BREAK UNDER CONTROL BUT 
ON THE MOVE. VS MAN RUN 
AWAY. STAY FRIENDLY. 


5 ROUTE ЗУАКО5 OUTSIDE | RUN IT ROUTE, STAYS ON VS 

(58 STOP) THE HASH ALL COVERAGES. VS PRESS 
TAK AN OUTSIDE RELEASE 

i PIVOTING AT THE INSIDE EDGE 
OF THE NUMBERS COMING 


GETTING TO A VERTICAL 
STRETCH OF 10 YARDS THEN 
TAKING A HIGH ANGLE 
TOWARDS THE CORNER 


BACK TO QB. VS COVER 2 FIND 
THE OPEN WINDOW AFTER 
PIVOT BUT WORK BACK TO QB. 


INSIDE 6 12-14 YARDS 2YARDS OUTSIDE | INSIDE ANGLE RELEASE TO A 
THE HASH DEPTH OF 12-14 YARDS 
DEPENDING ON THE PLAY 
CALLED. VS ZONE SIT DOWN 
de ei AND ОМСОУЕК. VS МАМ PIVOT 
OUT. 
| \ 
INSIDE 8 10-12 YARD 2 YARDS OUTSIDE | MIDDLE OF THE FIELD ОРЕМ 
BREAK POINT THE HASH TAKE THE FIELD. MIDDLE OF 
: THE FIELD CLOSED RUN АМ 
= m INSIDE 4 ROUTE. VS MAN STILL 
READ THE MIDDLE OF THE 
FIELD. HINT MOVE NECESSARY 
VS MAN. 
INSIDE 9 VERTICAL “ ON THE HASH RUN IT ROUTE STAYS ON VS 
RELEASE ALL COVERAGLES. VS 
SECONDARY DEFENDER 
PREFER TO CROSS HIS FACE. 
f VS ZONE UP THE HASH. 
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CHATTER 


HUSKY 


HITCH 


PATRIOT 


OUTSIDE ROUTE TREE — RECEIVER ROUTE GRID 


| ROUTE VISUAL DEPTH 


18-24 YARDS 


FAR SIDELINE 


20 YARDS 


GATHERS, NO 


6 YARDS 


3 STEPS THEN 2 


DEEPER THAN 


ALIGNMENTS 


POINTS OF EMPHASIS | 


RUN IT ROUTE, 18 - 24 YARDS 
VS MAN STAIR CASE 


RUN IT ROUTE 

PUSH UP TO 12 YARDS 

SLIGHT PUMP MOVE THEN GO 
TO A DEPTH OF 20 YARDS AND 
FINISH LIKE 5 ROUTE. 


VS PRESS-FADE IT 
VS COVER 2 - FADE IT 


VS PRESS - WIDE OUTSIDE 
RELEASE 2 YARDS FROM 

SIDELINE VS COVER 2 IT'S THE 
SAME AS PRESS. 


2 ROUTE 


1 ROUTE 


3 ROUTE 
4 ROUTE 


OUTSIDE ROUTE TREE Continued - 2 


4-7 YARDS 


2 INSIDE STEP 
NO DEEPER 


THAN 6 YARDS 


27" OUTSIDE 
STEP 45% 
ANGLE, 15 

YARDS AND 
THE HASH 


SLIGHT ANGLE 
RELEASE 3RD 
INSIDE STEP 


18 TO 20 YARDS 


ALIGNMENTS 


WIDE SIDE – и 
BETWEEN THE 
HASH AND 
NUMBERS, SHORT 
SIDE-INSIDE EDGE 
OF NUMBERS 


NORMAL SPLIT 


NORMAL SPLIT 


POINTS OF EMPHASIS 77 


CROSSING ROUTE, VS ZONE 
READ DROP OF LBERS. DO 
WHAT YOU SEE IN FRONT OF 
YOU - IF A DEFENDER IS 
WAITING ON OTHER SIDE SIT 
DOWN FROM CENTER OVER. 
NO DEFENDER KEEP ON THE 
MOVE. VS MAN, RUN AWAY, 
YOU MAY HAVE TO STAIR 
CASE HIM. 
VS PRESS - FADE IT 
VS COVER 2 - FADE IT 


RUN IT ROUTE. VS PRESS WORK 
AT DEFENDERS OUTSIDE COME 
DOWN INSIDE FLAT. VS COVER 
2 WIDEN THE DEFENDER FOR 
BIGGER WINDOW. 


VS PRESS – FADE IT 
VS COVER 2 - FADE IT 


RUN IT ROUTE - RUN THROUGH 
15 YARDS PUSHING FOR 18 TO 20 
COMING OUT THE BREAK THEN 
UNDER CONTROL. ROUTE 
STAYS ON VS ALL COVERAGES. 


OUTSIDE ROUTE TREE Continued - 3 


RUN IT ROUTE - MUST COME 
OUT OF THE BREAK STAYS ON 
VS ALL COVERAGES. 


RUN IT ROUTE - VS PRESS TAKE 
AN OUTSIDE RELEASE GET 
DEFENDER RUNNING AND 
WORK BACK TO QB VS COVER 2 
WIDEN DEFENDER ON RELEASE. 


6 ROUTE 


7 ROUTE SLIGHT SEAM RUN ІТ ROUTE - BURST 
м RELEASE 418 RELEASE ТО А VERTICAL PATH 
INSIDE STEP TO A 17 YARD DEPTH AND 
FINISH LIKE А 3 SPEED CUT AND 
СЕТ SEPARATION. VS PRESS 
STAYS ON VS COVER 2 STAYS 
ON AND COMES OUT AT HIGHER 
ANGLE. 
7 РОМР SLIGHT SEAM | RUNIT ROUTE - REGULAR 7 
RELEASE 418 ROUTE AND AT APEX 3% HIGH 
INSIDE STEP STEP OUT THEN UP, NOT 
LOOSING MOMENTUM. VS 
PRESS OUTSIDE RELEASE. VS 
COVER 2 SLIGHT SEAM 
RELEASE. | 
8 ROUTE 4 SLIGHT ANGLE EDGE SPLIT FINISH ROUTE UP THE SEAM VS 
RELEASE 418 INSIDE TECHNIQUE YOU MUST 
| OUTSIDE STEP STAY VERTICAL AND CROSS 
1 THE DEFENDERS FACE АТ ANY 
| ANGLE NECESSARY. VS COVER 
2 OR PRESS FADE IT. 


7. 


ROUTE 


9 ROUTE 


Í 
| 
| 


OUTSIDE ROUTE TREE Continued - 4 


VISUAL DEPTH ALIGNMENTS POINTS OF EMPHASIS 


MINIMUM 15 
YARDS 


CLOSE 
CUSHION ON 
DEFENDER 


CLOSE 
CUSHION ON 
DEFENDER 


EDGE SPLIT 


MUST CLOSE CUSHION 
MINIMUM 15 YARDS THEN GO 
FOR THE FAR GOAL POST. 
STAYS ON VS ALL COVERAGES. 


CLOSE CUSHION, AN OUTSIDE 
FINISH IS PREFERRED NO 
CLOSER THAN S YARDS FROM 
SIDELINE, IF DEFENDER 
MAINTAINS OUTSIDE STICK 
HIM AND FINISH INSIDE. DO 
NOT FOOL QB DOUBLE 
WORKING THE ROUTE. VS 
PRESS SQUEEZE DEFENDER. 
VS COVER 2 ROUTE STAYS ON. 


NORMAL SPLIT 


CLOSE CUSHION AND AT 14 
YARDS GIVE QUICK HEAD AND 
SHOULDER FAKE AT THE QB. 
VS PRESS ROUTE STAYS ON VS 
COVER 2 FADE IT. 


Route Trees ........ 


Routes for Backs 


RB ROUTES 
TABLE OF CONTENTS 


сочаовевнонавоветосенановеовов вквочбавосоцезовева AAA AAA AAA A AAA LAA 2 2 AAA 
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BACKS ROUTE TREES 
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BACKS ROUTE TREES 
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INDIVIDUAL ROUTES FOR BACKS 
elease outside nip o , rolling оп inside foot at 


yards. Gain depth to 5 yards, half way between the 
numbers and sideline. Look quick for ball. Settle 3 
yards from sideline. Stick move vs. man. 


CHOY 


Release outside hip of TE, to a depth of 3 to 4 yards. 
(Same as Flat). Break inside underneath LB at a 45- 
degree angle. Look for the ball quickly 


CROSS 


ообооо 
О 


Release 4 to 5 yards outside ТЕ break inside at 75 
degree angle. Look quickly for ball. 


оорооо 


Release 4 to 5 yards outside ТЕ. Aiming point is 1 yard 
Inside numbers to widen the seam defender. Work off 
seam defender. Get inside and vertical if he widens. Go 
over top and vertical, if he walls inside. If squats on 
you, close and break thin across his face. MFO take 
middle thin. MFC, stay vertical. 


| INDIVIDUAL ROUTES FOR ВАСК5 


ообоојо 


ообооо 


^ 


Run Flat route looking quickly for ball. If not there, 
turn up field through the bottom of the numbers, gain 
depth and width, halfway between the numbers and 
sideline. Turning your head protects Hot and sells Flat 


route, 


Check release over TE 2-4 yards deep vs. Man, pick 
defender covering the “H Back”. If Zone, continue up 
field to depth of 10 yards hooking up across MLB face. 


Release around DE when possible. Work up field to 
depth of 4-5 yards. Break inside looking for the ball. 


Check. Release between either Guard Center gap weak 
or strong. Work to a depth of 5-6 yards, idle vs. Zone in 
front of TE original alignment. Vs. man, run away. 


Ae 


INDIVIDUAL ROUTES FOR BACKS 


| SWING 


АНОМ 


2) 


OPTION 


горео Ј 


ARC SNEAK 


OOLIOQO 
O 


OOHOO 
O 


Release parallel to the line of scrimmage. Do not lose 
ground. Wide side, end up on the numbers, 
approximately 2 yards from LOS. Short side, End up 
half between numbers and sideline 2 yards from LOS 


Release outside 4-5 yards wide and run a 3-way Option 
route at a depth of. 5 yards; break in or out based on 
defender technique and break up vs. Zone. 


Check. Release in Guard/Tackle area. Turning out 6 
yards deep over the TE original alignment. Drift to 
outside vs. Zone, run away to outside vs. Man. this 
route is used with Arc protection 


Check release between Tackle/Tight End area at a depth 
of 5-6 yards turning out. Run away vs. Man. 


THRU 


ообооо 


INDIVIDUAL ROUTES FOR BACKS 


Check release 4-5 outside TE, depth 3-5 yards, far hash, 
get width to 1 yard inside the numbers. Near hash, get 
width to 1 yard outside the numbers. Stop and return 
Flat, do not lose ground. 


Check release through Center/Guard area with option 
route running rules.. This is usually used with Arc 
Seams. 


Release between Tackle/Tight End with speed, your Job 
is clear SLB area, this route is usually used with Y- 
Twist. 


Option route used by Y and F primary with Option 
rules. Run from Trips or Twins formation with a depth 
of 6-8 yards. Hesitate prior to release to read the 
Defense. 


INDIVIDUAL ROUTES FOR BACKS 

Release outside hip of TE 1-2 yards up field , break 
inside as if to run a Cross route. 2 Steps then pivot Flat 
back toward the sideline, do not lose ground. Throttle 
vs. Zone, run away vs. Man. 


ообоод 


Normally а free release route 4-5 yards, outside ОТ, to а 
depth of: 5 yards. Hook vs. Zone. Break out vs. Man. 
This is only a 2-way break. You cannot break to the 
Inside. 


CHOICE 


оорооо 


Combination pattern by both backs, both backs break 
right or left. Onside-run Flat route, Offside-run Sneak 
route. 


RICKY/LUCKY 


O 1999 


LOOP/CRAB Release parallel to the LOS, don't loose ground, Shorter 
version of the Swing half way between OT and SE. Vs. 
Man win with Option rules. 


ооцом 


52 


INDIVIDUAL ROUTES FOR BACKS ES 
Primarily used in the Red Zone, release up field 1 yard 
outside of OT break point will depend on LOS. Break at 
high angle to the back cone. 


Release 4-5 yards outside OT, aim 2 yards inside 
numbers, MFC Sam in Seam MFO open take the 
middle. 


OUT Check release to a depth of 5-6 yards. Break out vs. 
Man. Hook up in void between Flat defender and break 
point. 


ооуооо 
2 


TE ROUTES 
TABLE OF CONTENTS 


ТЕ Pas eia 


TE Pass ATTA 


TE PASS TREE 


3 PUMP ROUTE 
4 ROUTE 14 YDS. _ 


NAKED 2 ROUTE 12-15 YDS. 


ACTION 2 ROUTE 15 YD. 
DEEP 3 ROUTE 10 YDS. 


8-10 YDS. - Е 
2 ROUTE 6-8 YDS. 3 ROUTE 6-8 YDS 


\ РМФТ 3 ROUTE 6-8 YDS. TIGHT TEEN ROUTE 5 YD: 
1 | 


О ROUTE 41/05. 


1 ROUTE 3-4 YDS. 


CLEARING 9 ROUTE 


8 ROUTE SEAM 9 ROUTE 


STUTTER 7 ROUTE 
14 YDS. 


CROSSING 9 ROUTE E 5 STOP ROUTE 
14 YDS. 


6 ROUTE 8 YDS. 


8r 5 ROUTE 
CHOICE 6 YDS/ 10 YDS. 


TE PASS ROUTES 
ГО ROUTE - SHALLOW CROSS _ le 


Oooo 


1 ROUTE - FLAT 


T мин 


2 ROUTE – CROSS 


Crossing route no deeper than 4 yds.. 
° Zone - Inside release 

Angle in towards frontside LB and break under him. 
Run past backside tackle box. 

Find the open area, keep yourself open. 

» Man - Inside release 

Push up field no deeper than 4 yds.. 

Break inside and separate 

Catch, clutch, covert 


Zone - Outside release 
Push up field 3-4 yds., gaining width and depth to 5 
yds.. (depth determined by combo route.) 

Sit down 3 yds. from sideline if ball as not been 
'thrown 

Man — Outside release 

Give a good head shoulder fake, break out and run 
away 
Focus on ball 
CCC 
Crossing route 6-8 yds. deep. 
Zone — inside release 


Angle in towards frontside LB gaining depth to 4 yds. 
ox Break inside _ 
After crossing the backside tackle box, find the open 
area, keep yourself open. 
Man - Inside release 
[] Q Q Push up field 6-8 yds. And break inside. Separate 


ACTION 2 ROUTE 


IBN 


NAKED 2 ROUTE 


N 


os 


Inside release 
Angle inside pushing up field 8-10 yds. 
After crossing ball angle to 15 yds. 
Expect to catch ball around the hash 
Zone — Throttle down 

° Man — Keep going 

Focus on ball 


Influence step, inside release 
Angle inside gradually gaining depth to 15 yds. 
Get to opposite numbers 

If ball is not thrown, stop at numbers and keep 
yourself open 
Focus on ball 


3ROUTE-OUT m » 6-8 yds. Ош 


Zone — Inside release 

Push vertically 6-8 yds. 

Speed cut out 

Pull — Up only if defender is in immediate line. 
Man - Inside release 

Head, shoulder fake inside and break out 
Separate 

Do not allow defender to break under route 
CCC 


QUICK 1 ROUTE 5 Yds. Out 
Zone - Inside release 
Push vertically 5 yds. 
Speed cut out 
Man - Inside release 
Head, shoulder fake inside and break out 


S 
ПОО сев 


DEEP 3 ROUTE 10 Yds. Out 
: 10 Zone - Inside release 
Push vertically 10 Yds. 
Speed cut out 
Man - Inside release 
Head, shoulder fake inside and break out. 
Separate 


O O O Do not allow defender to break under route 
CCC : 


PIVOT 3 ROUTE | Inside release 
Angle over Onside Guard 


Push up field 6-8 Yds. 
Plant with inside foot and pivot outside 
Stay flat after pivot 


C] ОО ССС 


6-8 


3 PUMP ROUTE Inside release 
Push vertically 8-10 Y ds. 


Roll outside 1 % steps, sell 3 route 
° Angle up field staying on the inside edge of numbers. 
MFO - Angle in towards middle (Slice) 
MFC - Stay on inside edge of numbers 
Focus on ball 


232 


14 Yds. crossing route 
Inside release 

Push vertically 14 Yds. 

Speed cut inside 

Zone — come out of break under control, find open 
area 

Locate QB 

Man — Good fake outside than break inside and 
separate, stay friendly 

CCC 

Outside Release 
Get width of 6 Yds. while working upf field 
10-12 Yds. 

Turn inside, snap it down 

Locate QB face up target 

CCC 


4 ROUTE 


B 


5 ROUTE - WIDE HOOK 


w 


6 ROUTE - HOOK 


N 


7 ROUTE - CORNER 


ПООО 


7 ROUTE — HIGH FLAG CORNER 


Ind 


Inside release 
Zone — push up field 10 Y ds. read onside LB 

At top of stem plant with outside foot and snap it 
down or come back to QB at a 45 degree angle, find 
open are 

If walled, slide outside, get open 

Man - at top of stem plant and retrace stem 

Locate QB, face up target 

CCC 


Best release — prefer outside release 
Push vertically 12 Yds. 

Speed cut 
Focus on Ball 


Push vertically 10-12 Yds. 
Angle to near flag of end zone 
In red zone, angle to back flag of end zone 
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SSTOPROUTE | | Outside release 
©: 15 Push vertically 10 Yds. angle out to 15 Yds. to inside 
| 10 


edge of numbers 

Plant and angle back to QB 
Locate QB, face up target 
CCC : 


ПОО 


8 ROUTE Best release 
MFO- Push vertically 12 Yds. 


Angle towards nearest upright 

МЕС — Turns into 4 route 

Break inside find the open area 

If first window is closed, continue onto next window 
under control 

Man - run away, stay friendly 

Focus on ball 

CCC 


CLEARING 9 ROUTE Best release, inside if possible 


12 


Separate 

MFO - Maintain hash integrity, look for ball 

МЕС — Clear out coverage 

Focus on ball . 
НОО 


5ЕАМ 9 ROUTE (SILVER) Best release 


k Push vertically 8 Yds. 
Roll outside selling the 3 Route 
Hit inside edge of numbers and turn up field 
| 4 МЕО- When running up field оп inside edge of 
numbers, angle in towards nearest up right “Slice” 
Focus on ball 
LIOO 


CROSSING У -SPEAR Inside release 


» Locked in post route 
Full sprint 
Force coverage definition 
Zone - Throttle 
Man - Keep going, run away 
Focus on ball 


-5- 


УЗ STUTTER mm маг Best release 
Р Push vertically 14 Yds. 


Zone - Angle back to ОВ 

Man at the top of stem plant and slide outside 
Locate QB, Face up target 

CCC ; 


Y CHOICE (COWBOY) Best release 
Man - Push up field 6 Y ds. 


5 good head, shoulder fake inside and break out 
Zone — Tun outside, find open area 
If hot, break out at 4 Yds. 


O O O Locate QB, face up target 


CCC 


Go past original TE alignment 2 Yds. Angle up field 
to 4 Yds. 

Pivot, under cut coverage gaining ground to 6 Yds. 
Expect to catch the ball over the original TE 


alignment 


Locate QB 
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RIP/LIZ PROTECTION 


Riz/Lip Protection 
076 

077 Flag 

077 Special 

079 

097 Pump 

383 

408 

416 Wheel F Drag 
438 Run It F-Twist 
473 Flag 

478 

479 


495-497 . 
585 

740 Tango 
764 

764 F-Flat 
787 
844-8494 


859 
989 
Patriot 


| RIP/LIZ PROTECTION 
A two Back 7-Man protection. The Offensive Line has the Down Four and the Mike Backer. The 
Backs have Sam and Will to any secondary Blitzer. No Blitzers, run designated route. 


Alert “Hard” if your man is in the A Gap. The depth of the pocket will be no deeper than 8 % yards. 
Versus a 34 Defense the Guard and Back to the side of the call (Rip/Liz) will have a “Double” read. If 


both Backers come to the side of the call, the Back must block the outside rusher and the Guard must 
block the inside rusher. If only one Backer rushes to the call side, then the Back can run his designated 


route. 
Four weak will be handled by the Quarterback and the X Receiver. 


Four strong will be handled by the Tight End and Fullback. 


нийг, "Gone" 


RIP/LIZ PROTECTION 
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FAR RT CHANGE - RIP 076 


b 1 ООПОО 
© 


{у ee 


Outside Zero 
Inside 6 
Inside 7 


Check Swing 
Check Swing 


2 ¿de 


077 FLAG F-OUT 
TRIPLE RT SCAT RT 077 F-FLAG OUT 


Inside 0 Route 


Inside 7 Route 
Flag 


4 


| 077 SPECIAL 
FAR RT SLOT - RIP 077 SPECIAL F-FLAT . 


Outside 7 
Outside 0 
Slot 7 


Check Flat 


1 Check Swing 
TEX LT — CHARLIE 2 “OH” 77 SPEC NEAR RT SLOT — LIZ 077 SPECIAL 


^ 


ооцоод 
9^ 


079 


NEAR RT SLOT 142079 F-FLAT 


| 


Outside 9 Route 
Inside 0 route 
Slot 7 Route 


Check Flat 
Check Swing 


| 097 РОМР 
NEAR RT SLOT — LIZ 097 PUMP 


7 Pump 
Inside 0 Route 
Inside 9 Route 


Check Swing 


X 

Y 

Z 

F: Check Swing 
H: 

NEAR RT SLOT - RIP 497 PUMP F DRAG FAR RT - RIP 797 PUMP F DRAG 


ale 


о 


-7- 


FAR RT - RIP 383 F-DRAG 


5 
\ 


Outside 3 
Inside 8 
Outside 3 


408 F-SHOOT 
NEAR RT SLOT LIZ 408 F-SHOOT 


= 


Notes: 


416 WHEEL F DRAG 
FAR RT RIP SEAM 416 WHEEL E DRAG 


J, (59609 
> A 


Notes: 


Seam 4 
Wheel 
Outside 6 


Check Drag 


-10- 


438 RUN-IT F TWIST/PIVOT 
NEAR КТ LIZ 438 RUN-IT F TWIST 


Outside 4 
Inside 3 
Run It 8 


Check Twist 
Check Swing 


=]: 


473 FLAG 
NEAR RT SLOT - LIZ 473 FLAG F-DRAG 


ООПО 
О 


Outside 3 (Run It) 
Inside 4 
Flag 7 


Check Swing 
Check Swing 


OOoHoo OOHOO 


-12- 


473 FLAG 
NEAR RT SLOT - LIZ 473 FLAG F-DRAG 


Feo / 


RUN IT 


Run It 3 Route 
Inside 4 Route 
Flag 


ТІ 


Check Drag 
Check Swing 


-13- 


478 
NEAR RT LZ SEAM 478 F-FLAT HOOK . 


Seam 4 Route 
Inside 7 Route 
Outside 8 Route 


Check Flat 
- Check Hook 


-14- 


479 


NEAR RT LIZ 479 F FLAT HOOK 


Outside 4 Route 
Insitde 7 Route 
Outside 9 Route 


Check Flat 
Check Hook 


-15- 


SEAM 495 


FAR RT RIP SEAM 495 F-OUT 
yA ровос 
Seam 4 Route 
Inside 9 Route 


Outside 5 Route 


Check Out 
_ Check Swing 


оороо оороо 


°° 495-497 
NEAR RT SLOT - LIZ 495 F-DRAG 


X Outside 5 
Y: Inside 4 

Z: Inside 9 

F Check Drag 
H 


: Check Swing 
FLANK RT – LIZ 497 F-DRAG 


pe 


585 | 


E 


Notes: 


МЕАК КТ - LIZ 585 


Outside 5 
Inside 8 
Outside 5 


Check Swing 
Check Swing 
TRIPS RT - LIZ 585 


FAR RT OPEN — RIP 585 F-DRAG 


NEAR LT SLOT RIP 740 ТАМСО 
Hila 
ь-8 
&--— 
< E ОО = OO 
Notes: 

X 1 Route 

Y: Inside 7 Route 

Z: Outside 4 Route 

Е: Check Flat 

H: Check Swing 

೦೦ = оо OQO = ОО 


740 ТАМСО 


OOOO 


NEAR RT SLOT – LIZ 764 F-FLAT 


Outside 4 
Inside 7 
Inside 6 


Check Flat 
Check Swing 


LIZ 764 


-26- 


_ 764 F-FLAT 
NEAR RT SLOT — LIZ 764 F-FLAT 


Outside 4 
Inside 7 
Inside 6 


Check Flat 
Check Swing 


-21- 


ТЕТ — RIP 787 F-DRAG 


Outside 7 
Inside 8 
Outside 7 


Check Drag 


Ё “Check Swing 
I RT OPEN RIP - 797 PUMP F-DRAG 


I RT OPEN RIP — 787 F-DRAG 


FLEX RT BRONCO LT - 787 


-22- 


ОО goog b 


844-894 
SPLIT RT — LIZ 844 F & H OUT 
h 


ООШОО 
О 


ОВ: 


x Outside 8 
Y: Inside 4 

7: Outside 4 
F: 
H 


Check Out 
: Check Out 
TWINS RT - LIZ 844 Е&Н OUT I RT — RIP 844 F DRAG 


NEAR RT - LIZ 894 RICKY 


| ИБ 


-23- 


868 RUN IT 
NEAR RT LIZ 868 RUN IT ; 


: 859 
FAR RT - RIP 859 F-DRAG 


дои дек 


@ __ 


@ 


Outside 8 
Inside 5 
Outside 9 


Check Drag 
Check Swing 


-25- 


SPLIT RT — LIZ 989 F-RUB/SNEAK 


Outside 9 
Inside 8 
Outside 9 


я Check Rub 
: Check Sneak 
I RT OPEN LIZ — 989 F-RUB/SNEAK DEUCE RT - RIP 989 F-DRAG 


z 


FLEX RT - BRONCO LT 989 BACKS CROSS 


-26- 


PATRIOT 
NEAR RT - LIZ PATRIOT 


Outside Patriot 
Inside 6 
Outside Patriot 


: Check Cross 
: Check Hook 
TWINS RT – LIZ PATRIOT 


+ 


27: 


Scat Protection 
Quick Scat Protection 
Squirrel 40 F-Angle 
Squirrel 54 Pop 
Squirrel 57/58 Special 
Squirrel 58 Special 
022 Stop 

043 F-Shoot 

047 F-Shoot 

070 Y Flat 

077 Flag F-Out 
095 

096-097 

339 

339 F-3 

339 Pump 

340 

360-370 Whip 
364 Hitch 

364-361 

370 

Slot 370 

525 

525/725 Z Post 
525 F-Post 

545 

555 Y Twist 

585 Dodge 

585 Y Dodge 

704 H Angle 

725 Z Post 

739 

791 

791 Delay F Twist 
795 F Dodge 

835 

839 

839 F-Drag 

865 

940 Spot 

999 Е-Зеат 


| | SCAT PROTECTION | 

А two Back or one Back, 6-Man Protection. The Offensive Line has the Down Four, Mike and the call 
side Backer. The uncovered Linemen to the call have the “Опа!” read Inside to outside Backer. The 
Back away from the call will have the outside Backer to secondary Blitzer. Alert “Hard” if your man is 
in the À Gap. The call side Back is free to run the route called. Alert "Hot? 


The depth of the pocket will be no deeper than 8 % yards. 


Offensive Linemen to the side of the call, Alert “Sift”. 


Four Weak will be handled by the Quarterback and the X Receiver. 


SCAT PROTECTION 


Scat RT 


Scat LT 


~~ 


34 SINK 


=. = 


Ко Sd 
=b Š ` 
Le o Fo 
л 


34 WINK 


34 DINK 


OVER SINK 


‚© 
ux ~~ 
z» 0) 


55 


BEAR —. 


QUICK SCAT PROTECTION _ _ 
А two Back ог опе Back 6-Man Protection. The Offensive Line has the Four Down and Mike. There 
are no “Dual” reads. The Back away from the call will have the outside Backer to the secondary Blitzer. 
Alert “Hard” if your man 15 in the А Gap. 


The depth of the pocket will be no deeper than 5 yards. 
Offensive Linemen to the side of the call, Alert “Sift”, 
Four Weak will be handled by the Quarterback and the X Receiver. 


Strong side hots are built in. 


` QUICK SCAT RT 


"Solid" 


QUICK SCAT PROTECTION 


Quick Scat Right 


| _ Quick Scat Left 


= 


34 СІМК 


34 WINK 


34 DINK 


ВЕАВ 
$ 
NS 


SQUIRREL 40 F-ANGLE 
FULL RT OPEN ZIP – SCAT RT SQUIRREL 40 H-ANGLE 


OOLIOO 
O 


QB: | 

X Squirrel 

Y: Inside 4 

7: Zero 

F: Check Swing 

H: Angle 

WINS RT OPEN ZIP - SQUIRREL 40 F-ANGLE 


_ Notes: 


TRIPLE — SQUIRREL 40 F-ANGLE 


OO HOO 


© 


ообоо 


| ообоо 


SQUIRREL 54 Е-РОР_ 
TRIPS RT SCAT ВТ SQUIRREL 54 Е- POP 


да 

Ж 

| : 

| NL 4 


а ес 
ХЕ: 
Meese” 


Notes: 


Post Corner : 
Outside 4 Route 
Pop 


Check Swing 
UNCH RT SCAT RT SQUIRREL 54 Z POP | 


шт b d b 


оороо 


ообоо оороо 


SQUIRREL 57/58 SPECIAL 
NEAR RT ДР - SCAT RT SQUIRREL 58 SPECIAL F-FLAT/HOOK 


= 
О 


Notes: 


| ОВ: 


X Ouside Squirrel 
Y: Inside 5 

7: Inside 9 
Е 

H 


Flat 


: Check Hook 
NEAR RT 21Р SCAT RT SQ 57 SPECIAL F FLAT HOOK 


ES 


SQUIRREL 58 SPECIAL 
NEAR RT ZIP SCAT RT SQUIRREL 58 SPECIAL 


| ообооб 
e) 


Q Notes: 
X Post Corner 
Y: 
Z: 
F: 
H: 
оороо оороо 
00700 ообоо 


022 5ТОР ` 
TRIPLE RT ORBIT SCAT RT 022 STOP 


| 043 F-SHOOT 
DUAL RT SCAT RT 043 F-SHOOT 


OOLJOO 
O 


@ 


Notes: 


5 
! 
/ 


оодоо | оодоо 


оодоо 


047 F-SHOOT 
DUAL RT SCAT RT 047 F-SHOOT 


ООШОО | 
О 


@ 


070 Y-FLAT _ 
BUNCH RT SCAT RT 070 Y-FLAT (4WR) 


-12- 


077 FLAG F-OUT 
TRIPLE RT SCAT RT 077 F-FLAG OUT 


Inside 0 Route 
Inside 7 Route 
Flag 


-13- 


FLANKRT-SCATRTOSFPOST о 


Outside 5 
Zero 
Slot 9 


SPLIT RT SLOT - SCAT КТ 095 F-POST 


= ообоо 


| 096-097 
FULL ВТ - SCAT RT 096 


OOOHOO 


etzi 


Notes: 


Sa 


X Outside 0 
Y: Inside 9 
7: Outside 6 
F: 

H 


ОВ: 


Сһеск Swing 


: Swine 
FAR ВТ SCAT КТ - 097 FAR RT SCAT RT - 096 


FAR ВТ - ВТР 097 РОМР 


TROJANRT-SCATRT339F-3DRAG ` 
Г] 
\ 
\ 


ОВ: Notes: 
X Outside 3 
Y: Inside 3 
2: Outside 3 
Е: Outside 9 
ОН: Check Drag 


-16- 


4 339- Е-3 
TROJAN ВТ - SCAT RT 339 Е-3 DRAG 


b 


\ 
| бор: OQ 
© | 


ОВ: Notes: 
x Outside 3 
Y: Inside 3 
2: Outside 3 
Е: 9 Outside Release 
H: Check Drag 
ОО = OO | ОО p ОО 


339 PUMP 
NEAR RT SCAT RT 339 PUMP F TWIST HOOK 


1 


Notes: 


оодоо оодоо 


೦೦೧೦೦ GODO 
O f ын 


| 340 
NEAR RT ZIP SCAT RT 340 Е SHOOT BURST 
h 


\ 
\ 


нот 


Outside 3 
Inside 4 


-19- 


_360-370 WHIP 


FARRT-SCAT RT 360 WHP 
: 


1 455 


era 


X Outside 3 

Y: Inside 6 

2: Whip 

F Check Swing 
H: Swing 


FAR RT – SCAT RT 370 WHIP 


À 


„|: Т 
9 | 
@——F> 


-20- 


| °° 364-361 
SPLIT RT SLOT – SCAT RT 364 F-FLAT 


Outside 4 
Inside 3 
Inside 6 


FLEX RT - SCAT RT 361 DBL HITCH 


FL 


VR 
bd 


FLANK RT – SCAT ВТ 364 F-FLAT 


ка 


Ц 
i 
1 
i 
і 
i 
1 
1 
і 
! 
1 
1 
4 


-21- 


364 HITCH 


FLEX RT SCAT RT 364 HITCH 


© Е | 
О 


Gre 


-22- 


370 
NEAR RT SCAT RT 370 F SHOOT PUMP HOOK 


OUTSIDE 0 ROUTE 
INSIDE 3 PUMP 
INSIDE 7 ROUTE 


SHOOT | 
CHECK HOOK 


2033 


SLOT 370 __ 
SPLIT RT SLOT – SCAT ЕТ 370 РОМР F-SHOOT HOOK 


Outside 0 
3 Pump 
7 


: Shoot 
: Check Hook 


FULL RT SLOT - 370 PUMP H-SHOOT 


` 


-24- 


525 


FULL RT - SCAT RT 525 H-POST 


೦೦೦೦೦೦ d 


© 


Outside 5 
Inside 2 
Outside 5 


Check Swing 
Post 
TWINS RT SCAT RT - 525 F-POST 


DOUBLE RT SCAT RT — SCRAM RT 525 H-POST 


oogooe ) a эв) 


HB DEUCE КТ SCAT RT - 525 Н-РОЗТ IRT BUZZ SCAT RT - 525 Z-POST 


BER | ород © 


-25- 


| 525 (CONTINUED 
HB DEUCE RT JAM - SCAT RT 525 H-POST 


Pen. 


Outside 5 
Inside 2 
Outside 5 


: Check Flat 
| A: Post 
TEX RT — SCAT RT 725 Z POST TROJAN RT SCAT RT — 525 Z POST 


ee ірі 2 
ಹ 


Hn 


| TWINS RT - SCAT RT 525 Y POST FULL RT YO SCAT RT - 525 H-POST 3 WR’S 


-26- 


525/725 


TEX RT SCAT RT 725 Z POST 


Outside 5 Route 
Inside 7 Route 
Post | 


Inside 2 Route 
Check Swing 


TROJAN RT SCAT RT 525 Z POST 


ши NKK O 


ಡಿ. 
we 


ES 
o 


“ж 


Notes: 


TRIPLE RT BUZZ SCAT RT 525 Z POST 


воно 


_525 F- POST 


IRT BUZZ SCAT RT 525 F-POST 


Y 


| -28- 


545 F-DRAG | 
DEUCE RT FB SCAT RT 545 F-DRAG 


оороо ообоо 


ши 555ҮТУЛ5Т 2 
SPLIT RT SCAT RT 555 Y TWIST Е-ОР 


Outside 5 
Twist 
Outside 5 


РОТ RT FLY SCAT RT 555 Y TWIST F UP 


ООДО ooHoo 


ooHoo ooHoo 


-30- 


585 DODGE 
TWINS RT - SCAT RT 585 F-DODGE 


Outside 5 
Inside 8 (Must Release Inside) 
Outside 


TROJAN RT - SCAT RT 585 Z DODGE 


HOT 


= 
оороо | оороо 


207 


585 У DODGE = 


Outside 5 Route 
Dodge 
Outside 5 Route 


Inside 8 Route 
Check Swing 


(EU Nx o 


оодоо dic ка 


-32- 


704 H ANGLE 


SPLIT RT FLOAT SCAT LT 704 H ANGLE: 


OUTSIDE 0 ROUTE 
INSIDE 7 ROUTE 
OUTSIDE 4 ROUTE 


CHECK SWING 


-33- 


725 Z POST 


-34- 


TEX RT SCAT RT 725 Z POST 
—— 
A 
acy 
ОВ: Notes: 
x 
ү: 
Z: 
F: 
H: 
т 
oopoo оороо 
оороо OOOO 


SPLIT RT SLOT SCAT 739 F TWIST OUT 


ОВ: Notes: 
x Outside9 

Y: Inside 7 

2: Inside 3 

F: Twist 

H: Check Thru . 

FLANK RT JAM SCAT RT 739 F TWIST 


OUT 


೦೧೦೦ оороо 


ooHoo оороо 


-35- 


791 
NEAR RT SLOT SCAT RT 791 DELAY F TWIST OUT 


Outside 1 
Inside 7 
Outside 9 


Twist 
Check Out 


-36- 


79] DELAY F TWIST 
FLANK RT JAM SCAT RT 791 DELAY F TWIST 


А 
1 
1 
\ 


Outside 1 Delay 
Inside 7 
Outside 9 


-37- 


795 F DODGE ` 
FLK RT JAM - SCAT RT 795 F-DODGE 


Outside 5 
Inside 7 
Inside 9 


-38- 


NEAR RT - SCAT ВТ 835 F-CROSS HOOK _ 
% 


° 
ಹ 


` Outside 8 
Inside 3 (10 Yards) 
Outside 5 (Need Outside Release) 


Cross 
Check Out . 
OUBLE RT- SCRAM RT 835 H CROSS OUT | FULL ВТ — SCAT RT 835 H CROSS HOOK 


d 


A 
' 

' 
' 
' 
' 
р 
' 


-39- 


839 


Outside 8 


NEAR RT - SCAT RT 839 F-FLAT/DRAG 
Inside 3 
Outside 9 


' | 
| 2 
O 
Flat 


Check Drag | 
UCE RT – SCAT RT 839 H-FLAT/DRAG | DOUBLE RT - SCRAM RT 839 H-FLAT/DRAG 


_-тојши b d b 


оороо [ 
> 


Er 


-40- 


839 F-FLAT DRAG 
I RT BUZZ SCAT RT 839 F-FLAT DRAG 


OQLIOO 
O 


-41- 


ಜೊ _ 865 
NEAR RT – SCAT RT 865 F-PIVOT 


У 


Notes: 


x Outside 8 

Y: Inside 6 Pivot 
2: Outside 5 
Е 

H 


TWIN 


Í ed 
ng 


-42- 


| | 940 SPOT 
FAR RT - SCAT RT 980 SPOT 


OB: 

Outside 9 

Inside 4 

Spot 

Check Swing 

: Swing 

UAL RT - SCRAM RT 419 F-SPOT 


X 
У: 
Zi 
F 
H 
D 


гы 


ообоо оодоо 


-43- 


TROJAN ВТ - SCAT RT 999 T SILVER 


ООПОО 
О 


Outside 9 
Inside 9 
Seam 9 


: Outside 9 
: Check Thru 
TEX RT OPEN - 999 F-SEAM 


-44- 


COWBOY 


| 
оороо | 
О 


DOUBLE ВТ SCAT RT COWBOY 
ь 


\ 
\ 


-45- 


Arc Protection 
040 

043/047 

340 


666 F-Post 
778-378 


Silver 
131 
191 


Rose 19 
Smash-Tango 
940 F-Corner 


ARC PROTECTION _ 
A two Back or one Back 6-Man Protection. The Offensive Line has the Four Down and Will. The 
remaining Back has a “Dual” read from Mike to Sam. Alert “Hard” if your man is in the A Gap. 
The depth of the pocket will be no deeper than 8 % yards. 
Safety Blitz weak will be handled by the Quarterback and X Receiver. 
If Sam and Mike dog, Alert TE "Hot", 


Quick Arc — The depth of the pocket will be no TN than 5 yards. 


ARC RT 
34 : 40 
- M 
Ta ЗА WE Т.Т ES 
г PPRSS 


х” 


| “Васкег” 
“Backer” J 


ARC PROTECTION 
Arc Left ща | Arc Right _ 
(за sS | 


| : ZO 


MS 


(34:22 


| ES 


| Free SINK 
| "pack" да bed 


ಶಿಕ್ಷಿತ" 
Pack " Ea 


| BEAR | М = 

| IE T T E 
| 59 оца 

E а: Раск" 


| 040 
Near RT (Zip) - Arc RT 040 F: Shoot/Swing . 


Outside 0 
Inside 4 
Outside 0 


_ Check Swing 
al RT — Arc RT 043 


6 一 一 一 一 


Dual RT — Arc RT 047 


qa 


Du 


Dual RT — Arc RT 048 


A) 


| 


043/047 


DUAL ВТ АБС RT 043 Е-6 


do 


Outside 0 Route 
Inside 4 Route 
Outside 3 Route 


Outside 6 Route 
Check Hook 


DUAL RT ARC RT 047 F-6 


555595 


DUAL ВТ ARC RT 047 Е SHOOT 


21 


нэ! мем O 


era 


OTs: 


DUAL RT ARC RT 043 F-SHOOT 


E 


oomoo 


043/047 


DUAL ВТ АБС RT 043 F-SHOOT 


X Outside 0 Route 
Y: Inside4 Route 


Z: Outside 3 Route 

Е: Shoot 

H: Check Hook 

DUAL RT ARC RT 047 F-SHOOT 


, | 
| p [ оороо 
Ф | | 


RE У соцео 


340 


TRIPLE RT ARC RT HOT 340 F ANGLE . 


Q 
X Outside 3 Route 
Y: Inside 4 Route 
Z: Inside 0 Route 
F: Angle 
` Н: Swing 
ОО - OO OO H ОО 


оодоо ообоо 


616-717-818 
DEUCE RT - ARC RT 616 F-OUT THRU 


arr EO 


x Outside 6 
У: Inside Teen 
Z: Outside 6 
F 

H 

D 


Out 


: Check Down ` | 
ЕОСЕ ВТ - АВС ВТ 717 F-OUT DOUBLE ВТ - ARC RT 818 F-OUT 


b 


"EE | 
ben у " Ра 


21 


666 F-POST | 


DBL ЕТ- АЕС ЕТ 666 Е-РО5Т 


OUTSIDE 6 
INSIDE 6 
OUTSIDE 6 


POST 
: CHECK SNEAK 
DBL RT – ЕВ АКС RT 666 H-POST 


гол 


DBL КТ ARC RT 616 F-POST 


-8- 


_ 778 - 378 
NEAR RT - ARC RT 778 F-FLAT 


ООШОО 


Notes: 


OUTSIDE 7 
INSIDE 7 
OUTSIDE DEEP 8 


FLAT 
: ARC PROTECTION 
AR RT – ARC RT 378 F-FLAT 


ообоо соцоо 


- 9. 


828 F-3 
DBL RT- ARC RT 828 F-3 


Outside 8 
Inside 2 
Outside 8 


Check Sneak 


X 

Y 

Z 

F: Outside 3 
H: 

HB DBL RT - 828 H-3 


ообоо ooHoo 


-10- 


_896-396 
NEAR RT - ARC RT 896 F-FLAT 


x 
` 
` 
ООП 
О 
ОВ: | Notes: 
x Outside 8 
Ү: Inside 9 
7: Outside 6 
F: Flat 
H: Check Down | 
NEAR RT ARC RT - 396 F-FLAT NEAR RT ARC RT – 196 F-FLAT 


| E 4 ela 


NEAR RT АБС КТ - 897 F-FLAT 


NEAR RT ARC ЕТ – 397 F-FLAT _ 


ь 


| m 


-11- 


919 


DEUCE RT АКС RT 919 F-OUT - THRU 


Outside 9 
Inside 1 
Outside 9 


Out 
Check Thru 
LE RT ARC RT 919 F-OUT 


ООВ 


1 кәм 


OOHoo 


-12- 


оороо 


940 F SHOOT SNEAK 
NEAR RT 21Р АКС RT 940 F SHOOT SNEAK 


on 


ообо 


Q 


x Outside 9 Route 
Y: Inside 4 Route 
Z: Outside 0 Route 


F: Shoot 
H: Check Down 


TRIPLE RT ARC RT 940 F ANGLE SWING 


Содоо = oonoo 
OT 
оороо оороо 


| | SILVER 
DOUBLE RT - ARC RT SILVER 


4 


~ 
О 


ОВ: Notes: 
X Outside 9 

Y: Seam 

Z: Outside 9 

F: Seam Read 

H: Check Thru 


FAR RT SLOT JET ARC RT SILVER 


-14- 


_131 F-SEAM 
FAR RT ZOOM QK ARC RT 131 F-SEAM 


6 


-15- 


| 191 РОМР F-SEAM 
FAR RT ZOOM QK ARC RT 191 PUMP F-SEAM 


оон hb 


gf 


m 191 RUN IT 
NEAR RT - QUICK ARC RT 191 RUNIT F-SEAM 


Notes: 


Outside 1 (Run lt) 
Inside 9 
` Outside 1 (Run It) 


Seam 
Check Hook 
BLRT- 191 RUN IT F-SEAM NEAR RT- 191 DBL FADE F-SEAM 


| 
oogo 1 M 


NEAR RT - 191 HITCH F-SEAM 


i 


| 212 F-SLANT _ 
DEUCE ВТ - QUICK ARC RT 212 F-SLANT. 


Outside 2 Route 
Inside 1 Route 
Outside 2 Route 


-18- 


" 212 
DEUCE RT - QUICK ARC RT 212 F-FLAT . 


E 


Notes: 


Outside 2 
Inside Teen 


Outside 2 


Flat 
Check Down 
euce RT - Quick Arc RT 212 F-Slant 


Qmm Ne 


ooHoo 


; 4 baai 


OOHOO 


TRIPS RT - QUICK ARC RT 219 F-FLAT 


condos СС” | 


Outside 2 
Teen (Stick) 
Outside 9 


Flat 
Check Down 


| 222 
DBL RT — QUICK АЕС ЕТ 222 F-SLANT 


ef | 


OB: Notes: 


Outside 2 
Inside 2 
Outside 2 


Check Down 


x 
Y 
Z: 
F: Post 
H: 
HB DBL RT 222 H-SLANT 


Град E < 


ooHoo 


dle 


292 
NEAR RT - QUICK АБС RT 292 F-FLAT 


° N 


ООП 
О 


Notes: 


Outside 2 
Inside 9 
Outside 2 
: Flat 
: Check Down 
TWINS RT MOTION - FAR RT MOTION - 
QUICK ARC RT 292 F-FLAT QUICK ARC RT 219 F-FLAT 
М . 
OO OO 
© ©) © 
ов 


оороо ooHoo 


-22- 


| 740 TANGO 
SPLIT RT SLOT FB ARC RT 740 TANGO 


-23- 


| _ | 940 F-CORNER 
DOUBLE RT ZIP АКС RT 940 F-CORNER . 


Notes: 


-24- 


.FLK RT ARC RT ROSE 19. 


FLK RT ARC RT ROSE 19 


-25- 


2 _SMASH/TANGO 
FLEX RT ARC RT SMASH/TANGO 


> al | 


“| Notes: 


ообоо ooHoo 


ooHoo 


ж 


ARC HOT 
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: ARC HOT PROTECTION 
A 5 man protection. The Offensive Line will slide to Will as in Arc Protection. The onside tackle will 
have a Dual read from 1st Backer inside to the Defensive End. 


C.P. If the Mike Backer becomes a threat to Dog the middle, a “Sift” is possible. This would make the 
Defensive End a Hot read. 


The depth of the pocket will be no deeper than 8 1⁄4 yards. 


ARC HOT 
34 i 40 


Za 


TRIPLE RT _ АВС RT HOT |... TRIPLE RT ARC RT HOT 
42 42 MIKE TUFF 


| eto o jeiki 
а 9ರ 4 O š O е > Ë “Sift” а“ О 
О 


940 
оо = Oo 
OB: , | Notes: 
X Outside 9 Route 
ү: Inside 4 Коше 
7: Outside 0 Route 


Angle 


rH "U 


ообоо ообоо 


оороо оодоо 


人 


es 


АСТ 2/3 4/5 
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Act 2 Seam 418 MARA 4 
КОКО ОВ A baud: Gate ebai edatea 5 
Act2 585 ыда тада ан Qua AA aate 6 
Act 2 673 AAE 7 
Act 2 677 Special............................. rr 8 
y yi NR AE A S 9-10 
ЖӨСЭСВЕ ಜ್‌ ಲಲಿ ಹಹ NS КОА ОИ ОК ОНЕ 11 
At 2.189 И Tn ERN 12 
с ыға cs 13 
Ае 2 Cat T64 AAE 14 
大 ct ОО бен eerie tia er 15 
Acta Seam d KAE 2 16 
Act 3 E aA 17 
CAL C Rr қ отадан ыла алық ka Gide 18 
Жора 544 gr 19 
Act 4 544 AA 20 
Act 4.545 Г-Отай areas Е ಚ ಸಹಿಸು 21 
NCEA SAE de aA 22 
ДЕВА SSF cic sesso l SS i dd uda pU am Miet ವಾನ ಮಾತ ಯಿ ಆಜಾ 23 
АББА ರಬ ಅ n a тырылады hotte tak 24 
Act 4 787 Squirrel F Рав na арынды etat ಹ saa 25 
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АСТ 2-3 PROTECTION 
A two back 7-Мап drop back protection. Both backs will go the call side and the Offensive Line will 
slide away from call. The Fullback will have the first Linebacker to the called side and the Tailback 
will have the second. We could turn this protection weak or strong. "Hard" calls are necessary only to 
the call side. 
The depth of the pocket will be no deeper than 8 % yards deep. 
C.P. Act 4-5 would switch Back's responsibilities (FB inside LB, HB outside LB) 


C.P. TE if away froin the protection call check #4 


*Backer" "y . #4 
| away from call” 


"Act 2 Cat” 


WET 2 Е 
У“ һе, Y i 
“Backer” 


О 
О 


-4 "Backer" 
134 SINK M 
| Lap 
"Pack" "Backer" 


34 WINK M y 


ES Е ао. 


ГЗАВМК 一 


E съда” 


"Pack" 


ACT 2/3 
PROTECTION 


АСТ 2 SEAM 418 
ILT ACT 2 SEAM 418 


4 Notes: 


Seam 4 Route 
Inside 1 Route 
Outside 8 Route 


m Nr» 


Check Flat 
Check Down 


oogoo | оороо 


00900 оодоо 


АСТ 2 SEAM 418 WHEEL _ 
ТЕТ – АСТ 2 SEAM 814 WHEEL . 


Outside 8 
Wheel 
Seam 4 


Check Flat 
Check Through 


оодоо | | оодоо 


ACT 2 428 


IRT- АСТ 2 428 


Outside 4 
Inside 2 
Deep 8 


Check Flat 
Check Down 
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| ACT 2 585 
IRT- ACT 2 585 


ОВ: E Notes: 
X Outside 5 
Y: Inside 8 
Z: Outside 5 
F: Check Flat 
H: - Check Thru 
оо ш оо ОО H OO 
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ACT 2 (CAT) 673 FLAG 
ILT SLOT - ACT 2 (CAT) 673 FLAG 


ОПООО 
О 


Outside 3 
Inside 6 
Flag 7 


Check Flat 
Check Thru 


ooHoo Oooo 


397 


ACT 2 677 SPECIAL (CAT 
ILT SLOT - ACT 2 677 SPECIAL (CAT) 


Flag 7 
Inside 6 
Inside 7 


Check Flat 
Check Thru 


778 


ГА 


Ошвще 7 Коше 
Inside 7 Route 
Outside 8 Route (Deep 8) 


I RT ACT 2 778 


Check Flat 
Check Hook 


O 
ообо 
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ACT 2 778 


ТЕТ – АСТ 2 778 


3 ООПОО 


И 
! 


Outside 7 
Inside 7 
Outside Deep 8 
: Check Flat 
: Check Thru | | 
IRT TITE - ACT 2 778 | IRT TITE - ACT 2 495 
OO " OO OO Н OO 
оороо оороо 


ТВТ SLOT - ACT 2 788 


Him мня 


Deep 8 
7 
Deep ë 


Check Flat 
Check Throug 


оороо 


АСТ 2 788 


Notes: 
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ooHoo 


ACT 2 789 


I LT SLOT — АСТ 2 789 


x Inside 8 
Y: Inside 7 
Z: Outside 9 
F 
H 


Check Flat 
Check Thru 


ooHoo ooHoo 
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| ACT 2 HB SCREEN 
ІКТ- ACT 2 HB SCREEN LEFT 


13 


дуг 
” 


Fake Act 2, Settle and get deep 


Block Deep 1/3, vs. C2 Outside release and block Deep 2. 
Block Deep Man your side 2 to 1/3. Vs. Man run off & block 
Run 2 Route, Look for Middle Safety or Mike LB 


Block Act 2, if SLB Drops - release upfield, set up to block him as he comes to ball. 
Block Act 2, if MLB Dogs - bang and get screen 


IRT — ACT 2 428 


Outside 4 
Inside 2 
Deep 8 
Check Flat 
Check Down 


ACT 2 CAT 428 


-]4- 


ТЕТ АСТ 3 094 
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ACT 3 – ЗЕАМ 418. 


одбооб | ] 


ACT 3 SEAM 418 


IRT- 


ОВ: Notes: 
x Seam 4 
Y: Teen 
7: Deep 8 
Е: Check Flat 
H: Check Thru 
оодоо ообоо 
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| АСТ 3 465 (CAT 
FAR RT — ACT 3 465 (CAT) 


de 


Outside 4 
Inside 6 
Outside 5 


Check Flat 
Check Thru 


oogoo | оодоо 
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_ АСТ 3 565 (САТ 2 
ТЕТ - ACT 3 565 (CAT) 
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Outside 5 
Inside 6 
Outside 5 


Check Flat 
Check Thru. 


ooHoo | соцоо 
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ТЕТ - ACT 4 544 F-DRAG 


Outside 5 
Inside 4 


Outside 4 


Check Drag 
Check Flat 


ooHoo 


ACT 4 544 F-DRAG 


к 


Notes: 
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544 ІЛІСКҮ 
| IRT ACT 4 544 LUCY 


cog 


Notes: 


Outside 5 Route 
Inside 4 Route 
Outside 4 Route 


Check Lucky 
Check Lucky 
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_ АСТ 4 545 F-DRAG 
IRT- ACT 4 545 F-DRAG THROTTLE 


Outside 5 
Inside 4 
Outside 5 


| Check Thru 
: Check Hook 
TRIPS RT (ORBIT)-ACT 4 548 F-DRAG THROTTLE 


291- 


ACT 4 548 F-DRAG 
TWINS RT (ORBIT) - ACT 4 548 F-DRAG 


Outside 5 
Inside 4 
Outside 8 


Check Drag 
Check Flat 
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ACT 4 585 
МЕАК КТ - ACT 4 585 


ОООО 


Outside 5 
Inside 8 


Outside 5 


Check Thru 
Check Flat 


оороо соцоо 


203: 


ACT 4 748 F-DRAG 


ТЕТ SLOT - АСТ 4 748 Е- DRAG 


a 


"Notes: 


Deep 8 
Inside 7 
Inside 4 


Check Drag 
Check Flat 
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Act 4 787 Squirrel F-Drag 


IRT Slot Act 4 787 Squirrel F-Drag 


127: 


Squirrel Route 
Inside 7 Route 
Outside 8 Route 


Check Drag 
Check Flat 


ши умо 


оороо ooHoo 


5577 | | ообоо 


864 WRAP F-DRAG 
ТЕТ ACT 4 DEEP 864 WRAP F-DRAG 


[ сор} @ 
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ooHoo OOHOO 
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ACT 4 989 
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I RT — ACT 4 989 


Outside 9 
Inside 8 
Outside 9 


Check Through 
Check Flat 


OOHOO ooHoo 
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495 
I RT SLOT ACT 4 CAT 495 F-DRAG 
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ooHoo 
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764 WRAP 


I RT SLOT ACT 4 CAT 764 WRAP 


Turn 3 Hot Y Pick 


TURN 


Turn 2/3 Hot РгиесНоп..... rar rr rr rr rren 1-2 
Turn 2 Hot ದಸಯ ಯೋ ರ್‌ 3 
Е НӨ 270 ЛИ айн ан amnse 4 
OY ON 5 
704 F Flat AO 6 
Turn 2 Hot 764 F-Flat ಟಾ аа а-а... 7 
Тит 2 Hot 940 Spot ಚ ಚಟಾ ೋಕಕೂೂ,।ು ರ್ಕ 8 


(4% 


This is a 6-Man Play Action protection that allows fhe FB to free release to routes, the remaining Back 
will block the first man that shows outside the call side Tackle. 


C.P. FB, hot off Sam, LB and SS. TE free release, unless backside of protection called. 


TURN:2/3 HOT | 
TURN.3 HOT | PROTECTION TURN 2 HOT 


34 DINK 


TURN 2 HOT 360 WHIP 


NEAR RT ZOOM - TURN 2 HOT 360 WHIP. 
k 
\ 
1 


ОВ: Notes: 
x Outside 3 
Y: Inside 6 
7: 0 Whip | 
F: Flat 
H: Block 1% Defender Outside Tackle's Block 
ОО = ОО ОО = ОО 


TURN 2 HOT 370 WHIP 
ТЕТ (ZIP) - TURN 2 HOT 370 WHIP 
ь 


| OOLIOO 


OB: Notes: 
X Outside 3 
Y: Inside 7 
Z: Outside Zero Whip 
Е Flat | 
H: Block 1? Defender Outside Tackle's Block 


660-670 WHIP 
П.Т SLOT - TURN 2 HOT 660 WHIP 


© OLIOOO 
O 


0 Whip Route 
6 Route 
Inside 6 Route 


: Flat Route 
: Block 1st Man outside Off. Tackle 
ILT SLOT - TURN 2 HOT 670 WHIP NEAR RT TITE - TURN 2 HOT 660 WHIP 


T T 


oon OO @ OOH OO © 


NEAR ВТ TITE - TURN 2 HOT 670 WHIP 


E 


704 FFLAT 
МЕАК RT SLOT ZOOM TURN 2 HOT 704 F FLAT 


OOHOO соцео 
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TURN 2 HOT 764 F-FLAT 


IRTSLOT — TURN 2 HOT 764 F-FLAT 


Outside 4 
Inside 7 
Inside 6 


Flat 
Block 1* Defender Outside Tackle's Block 


оороо 


ry 
Е Ре. 
E 


Notes: 


оороо 


TURN 2 HOT 940 SPOT 


IRT WG - TURN 2 HOT 940 SPOT 


ој Балай 


ОВ: 

x Outside 9 

Үс Inside 4 

Z: Spot 

F: Flat 

H: Block 1* Defender Outside Tackle's Block 


ooHoo 
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Notes: 
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_ Y-PICK 
FLEX LT TURN 3 HOT Y-PICK 


ОШОО 
О 


соцоо | оодоо 


соцоо 


QUICK TURN 


Quick Turn Protection as a las 1-2 
Quick Turn 2 and 3 Hot Protection (Nickel) eamate 3-4 
pS NS NE E A E 5 


| 2 О TURN РЕОТЕСТІОМ | 
А two Back or опе Back 6-Man Protection. The Offensive Line will block Turn Protection. The 
remaining Back will block the first man that shows outside the call side Tackle. 


The depth of the pocket will be no deeper than 5 yards. 


Safety Blitz Weak will be handled by the Quarterback and X Receiver. 


Strong side hots are built in. 


“Backer” 


"Backer" 


QUICK TURN PROTECTION 
_ QUICK TURN 3 Е | | . QUICK TURN 2 


34. M E 
S - NV | 
766 М. AE W | а : Ger 
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У " Раск" 


Энд "Backer" 
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поба š o 


eri "Backer" 


SNK M 


"pack" "Backer" 


WINK 
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ы 
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QUICK TURN 2 AND 3 HOT PROTECTION 


This is a 6-Man protection with the same rules as Turn 2 and 3 Hot protections. The Offensive Line will 
block "Turn" protection. The remaining Back will block the first man that shows outside the callside 
Tackle. 


The depth of the pocket will be no deeper than 5 yards. 


_ QUICK TURN 2 HOT 
| | 40 2225 | 34 = 


M J M 
Е 


` 
` 


"BABIES 2) 


"Pack" 
"Backer'^ + "Backer" 


s 


bera 


TWINSRT | . QUICK TURN 2 


О 
42 OVER 
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E W т He N 
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о 0059, 
Ë 
О 
33 STACK 
wJ M 


33-34 


_ DOUBLE RT 


33 STACK 


QUICK TURN 2 


та 
М P 

E T T Е 
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О 
POHOP 

та 
O 
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212-222 
DOUBLE RT QUICK TURN 2 212 F-SLANT 


[ eei | 


‚| Notes: 
Q 
X Outside 2 Route 
Y: Teen 
Z: Outside 2 Route 
` F: 
H: Block Protection 
DOUBLE RT QUICK TURN 2 222 


ice Gk оше 


оороо оодоо 
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Charlie 2/3 Protection A ಡಿ 1-2 
Charlie 2/3 Protection Aa ANEA EO 3-4 
Charlie 2 

ОВ aka aaa EEEak 5 
ОН MI" 6 
ОНА -———————— —— — HM 7 
OR BALA 8 
SOH S H Choi DS 9 
ER eia apa ————— M ಬಜ] 10 
ООН EEE 11 
Вийеік ಅ ಅರ КОЛО ЛО О О О ОГ ಲ О A EE EEE 12 
Deep OH. 2 anne ан а арты айынын нын ына 13 
ಟಂ ла ады ы анына лыны алиа S RER 14 
Charlie 3 

ОН 239 EI. ee qa Фа КӨКЕН ಬಾಸ НИНИН AAA 15 
eie b gaa 16 
ОН 73 Flag................. ae IIR ಸಾ ಚಾಚ ಜಸಿ 17 
ОН 77 Special F-Flat............... rr rr rr rr 18 
OH ЭД ಒಡ ರ teria ea ಸಾಚಾ ಬೀಸಿ СООКО € 19 
OH 96 Беја ಚ ಲ ಲಲ ಲೀ ್‌ ಲ್‌ baaa е 20 
Charlie 10 

2 OH 2 ЗНакез/Рипарв arra ಪ na en 21 
Fades Е Зейн BAA 22 
НВО a pQ ೋ EE A ЛК ЛКК ОТТ. 23 


CHARLIE 2 AND 3 PROTECTION 


This is a 7-Man protection. The remaining back and Tight End will end up on the called side. The Line 
will slide away from the call side. The TE replaces the FB in this protection and because of his L.O.S. 
position could end up on the DL. 


The depth of the pocket will be no deeper than 8 Y. yards deep. 


C.P. The onside Tackle will turn when uncovered, Alert Out call vs. Wide Looks. 


C.P. If we call Charlie 10 or 11 this simply means that QB will now take a Quick 3-step drop. 


| CHARLIE 2/3 
> |... PROTECTION | 2 


E | 
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jM | "ВасКег" 
e. 9 


„ЗА 


"Раск" Е "Backer" 
de "Backer" 


734 DINK | n OVER SINK . 


Gezia E 66 
Pack" | Е БҰЙ 


CHARLIE 2 AND 3 


This is a 7-Man protection system. The remaining Back and Tight End will block to the Call side The 
Line will siide away from the call side. The Tight Eú has replaced the Fullback in this protection and 
because of his L.O.S. position could end up blocking a defensive linemen. 


C.P. The onside Tackle will turn vs. Bubble over Tackle. 


| CHARLIE 2 | 
34 I 40 


"Backer" 
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E T T E 
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DOUBLE RT 
42 
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CHARLIE 2 


42 OVER 


33 STACK 
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` A! 
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O 
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5 DOWN 


73 FLAG F FLAT 
FAR RT SLOT CH 2 OH 73 FLAG F FLAT 


52-2 | CHARLIE 2 ОН 79 
TEX LT — CHARLIE 2 OH 79 F-FLAT 


bara 


ОВ: Notes: 


x Outside 9 

Y: Check Slow Flat 
Z: Inside 7 
F 

H 


Flat 
- Charlie Check Down 


-6- 


| 94 CLIMB F FLAT 
FAR RT SLOT ZIP CH 2 OH 94 CLIMB F FLAT 


A ge 
О 
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CHARLIE 2 OH 96 


TEX LT — CHARLIE 2 OH 96 


amm 
© О 


Notes: 


X Outside 6 

Y: Check Slow Flat 
Z: Inside 9 
F 

H 


Flat 
... Charlie Check Down 
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5 OH 5 H CHOICE 
SPLIT RT FB CHARLIE 2 5 OH 5 H CHOICE 


Ves $ ’ 


Notes: 


Q 
X Outside 5 Route 
Y: Check Slow Flat 
Z: Outside 5 Route 
F: Check Down 
H: Choice | 
оо = оо ОО = ОО 


ooHdoo 
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585 


FLEX RT CHARLIE 2 585 


` Q 
X Outside 5 Route 
Y: Block Protection 
Z: Outside 8 Route 


F: Outside 5 Route 
i H: . Check Down . | 


6 OH 5 
DOUBLE RT CHARLIE 2 6 OH 6 F-POST 


(12) 
(12) 


OB: Notes: 
X Outside 6 

Y: Block Protection 

2: Outside 6 

Е: Post 

H: Check Down 


ooHoo соцоо 
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BULLETS 


SPLIT RT FB СН 2 BULLETS 


| Е 8 ОН 2 SPEAR _ 
ТВТ BUZZ СН 2 DEEP 8 ОН 2 SPEAR 


20-24 
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Outside 9 Route 
Block Protection 
Deep 8 Route 


Outside 9 Route 
Check Down 


೦೧೦೦ 


೦೧೦೦ 


CHARLIE 2/3 
ТЕХ RT - CHARLIE 3 OH 39 Е-3 


do OOO 
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Outside 9 Route 
Block 
Outside 3 Route 


Inside 3 Route 
Block Inside Backer off the ball 
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73FLAGFOUT 
FAR RT SLOT CH 2 OH 73 FLAG F OUT 


оороо 


| ОН 73 FLAG: 
TEX RT CH 3 OH 73 FLAG F STUTTER 


^ o goo 


DE: Notes: 
5 Outside 3 Route 
Х Block Slow Leak 
Y: Flag 
Z: 
Stutter 
- Block inside backer off the ball 


OOOO 
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| | CHARLIE 2-3 
ТЕХ RT - CHARLIE 3 OH 77 SPECIAL F-FLAT 


бо > 


Flag 
Block 
7 Route 


Flat 
Block Inside Backer off the ball 
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СНАВШЕ 2/3 
TEX RT — CHARLIE 3 OH 94 F-FLAT 


"80೧೧೦೦ 
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Outside 4 Route 
Block 
Inside 9 Route 


Flat 
Block Inside Backer off the ball 
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CHARLIE 2/3 
ТЕХ ВТ - CHARLIE 3 OH 96 F-FLAT 


Фо НОО 
О 


Outside 6 Route 
Block 
Inside 9 Route 


Flat 
Block Inside Backer off the ball 
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2 OH 2 SHAKES/PUMPS 
DEUCE RT CHARLIE 102 OH 2 PUMP FSEAM 


оор оф” | 


Nores: 


Q 

X ZPump 

Y: Check Slow Flat 
2: 2 Pump 

F: Seam 

Н: Check Down 


DEUCE RT CHARLIE 10 20H2 SHAKES F SEAM 
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CHARLIE 10/11 FADES 
FAR RT CH 10 FADES F SEAM 


ШЕ 


Notes: 
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CHARLIE 10 HITCH 


FLEX RT CHARLIE 10 HITCH 


Hitch 
Block Protection 
Seam Read 


Hitch 
Check Down 
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FLEX RT CH 10 HUSKY 


COUNTER PASS 


Counter Pass azal Ga aL 1-2 
Sea: 4 OH Рът sasana suq aaa ಸಿಯ ಬಾಜಾ 54:23 
Seam 4 ОН 8..................................... жака аа ಯ ata, ER Ааа GE dedika 
ДОН ತೆ. ಮುಖಜ ಸಿ ಒನೆ ಸಸ GEO ಸಸಯ 5 


5 OH 5 Chatter................................ TN ಹ "— не ——— ANS ..6 


COUNTER PASS PROTECTION 


This is a play-action pass off of our Counter run play. The front-side of the offensive line will utilize 
Gap blocking, while we will pull the backside Guard to block the Sam/SS. The FB will block backside 
EMOL defender. The HB will fake the Counter and look to area block the onside Tackle area to SS 
position, no threat, run flat. 


COUNTER PASS LEFT PROTECTION 
M J 
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| 34 UNDER WINK y j 
S Eu N Е W 


| < & = TOs 


| 34 DINK 


COUNTER PASS RIGHT PROTECTION 
40 | 


40 STACK 


40 DINK 


ОМЕК 34 


4 ОН? 
FAR RT ZIP COUNTER PASS RT SEAM 4 ОН 7 


=>. 


4OH8 
DEUCE RT JAM COUNTER PASS КТ SEAM 4 ОН 8 


© оопоое 


4ОН5 


DEUCE RT COUNTER PASS КТ 4 ОН 5 
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Notes: 


Outside 4 
Block 


Outside 5 


Block 
Check Flat 


ообоо 


5 ОН 5 CHATTER 


‘DEUCE RT ORBIT COUNTER PASS RT 5 OH 5 CHATTER 
2 (A У 
N (id 
€ m 5 OO 

Q Nores: 

X Chatter 5 

Y: Block Protection 

Z: Chatter 5 

Е: Block Protection 

Н: Check Flat 

оо 一 С O (20 一 оо 


| -一 
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BOOTS/NAKED 


Fake Slant Left Boots Right Protection.................................. de tere он 1-2 
ಎಂ ಬ ರ ಲಲ E NSLS ERTS 3 
Naked Rt/Lt Protection. ысымы ырысы ные диен AO 4-5 
215 Chatter EEE 6 
MO ST TI PE SSIES aS 7 


STS 


FAKE SLANT LEFT BOOT RIGHT PROTECTION 
This is a play action Bootleg m which the QB will pull up and throw from a Point behind the Onside 
Guard. The “F” will block the ЕМОГ. The “Y” will run the route called. Tailback fake Slant and look 
to block the first outside LB on or off the L.O.S. 


C.P. We want the blockers to be aggressive and sell the run. 


C.P. TB, Bubble over Offensive Tackle you have LB ш the hole. 


C.P. The QB and X or Slot Receiver are responsible for Safety Blitz. 


-FAKE SLANT LT BOOT RT 
ааг 


| 34 OVER SINK 
— h 
% 


34 UNDER WINK M 


一 一 一 一 一 一 一 一 一 


«е РЫР 


SEAM 478 


'DEUCE LT JAM FAKE SLANT LT BOOT КТ SEAM 478 


| Notes: 


О 

X Seam 4 Route. 
Y: Inside 7 Route 
Z Outside 8 Route 
F 

H 


Block Protection 
Check Flat 


оодоо | оодоо 


ооцоо 00300 


NAKED RT/LT PROTECTION 


Naked Right and Left is a play action fake by the HB to the strong-side (Stretch). The Fullback will 
release directly at the Offensive Tackle's outside leg and block the end of line defender, prior to | 
releasing into the pattern. The Offensive Line will all reach to the strong-side and the QB will roll to the 

weak-side away from the fake. 


"Naked" implies that our QB must anticipate quick pressure by a free defender to the “naked” weak- 
side. 


C.P. Faking Back must be alert to come off fake and block #4. The line must be aggressive and sell the 
run. 


PROTECTION 


NAKED RT — 


soki EL С 


ТВ Alert E 
SS Biitz 


= 


Bu 24 ыг 


ТВ Alert 
SS Biitz 


== 


ТВ А!егї 
SS Blitz 


ЗАКО M У 


ЗГЕ м 5 GE 
55 Blitz 


TB Alert 
SS Biitz 


OVER34 — 


—- 


-- 


ТВ Alert 
$$ Blitz 


> TB Alert 
SS Blitz 


TB Alert 7 
SS Blitz < 


ТВ Alert ( 
SS Blitz K О 


ТВ Alert 
SS Blitz 


UNDER WINK W 


<---. 


ТВ Alert 
55 Blitz 


215 CHATTER 
FLEX LT NAKED RT 215 CHATTER F-4 


Chatter 5 Route 
Inside 2 Route 
Inside 1 Route 


Outside 4 Route 
Block Protection 
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DEUCE LT FAKE SLANT ГТ ВООТ RT 479 


824 


DEUCE LT FAKE SLANT LT BOOT RT 824 


ООПОО 
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Notes: 


(DEEP) 


SCRAM 


Page 
Scran Protection ವ u a ಸ ಬಳ РО aa ақылдан aa inso rl 1-2 
Я Зоны и 3-4 
015: 5 aietatik tak EE 5 
iri Nr 6 
ОВ LoWhiD зардан tanata leto etae aa a ланы Кир deak 7 
031 Double AEA 8 
ТОКУ Орнова pP "NS 9 
140 SHOE pr 10 
[з ಟ್‌ ಲ ЕУ ОЛ КУЛУУ SNS ಟಬ] 11 
ZOE Plate yes een ee 12 
A Er ateata ಬಹಿ ಯಿ 13 
ರಲ ಲ aa ಲಾರ ಚಚ ಲಚ್‌ Ann ass 14 
ನಿತಿ, | agak aaa etaa 15 
NS AN PN RS ES. 16 
797 Flags ............. ESS AEA 17 
918. Ue TN SE 18 
A КОСА 19 
ಯ ಲ ಲ EE 20 
) 23 ಗಜ aka ಚಚ ಚಚ ಟ್‌ ಫಫಯ ಚಚ 21 


5-Man no Back protection. The Offensive line will “Scat” both sides. The Center, if uncovered, will 
“Scat” 10 the called side. There will be no “Hard” calls, only “Sift”. 


The depth of the pocket will be no deeper than 8 Y. yards. 


АП hots are built in. 


| SCRAM RT 


SCRAM PROTECTION 


Scram Right 


Scram Left 


40 STACK 


MSS 
56 


% 
"Sift" 


34 DINK 


OVER SINK 


UNDER WINK 


BEAR 


ОШСК SCRAM PROTECTION | 
А 5-Man no Back protection. There will be no “Hard” calls or “Dual” reads, only “Sift” adjustments. 


The depth of the pocket will be no deeper than 5 yards. 


АП hots are built in. 


QUICK SCRAM RT 


QUICK SCRAM PROTECTION 


5) 


oc 
Backer 
lert "Solid" 


Quick Scram Right 


Quick Scram Left 


MW 015 
DUAL LEFT - SCRAM RT 015 H-POST SHOOT 


“ОООШОО 
O 


“| Notes: 


Outside 0 
Teen RT 
Outside 5 


Shoot 
: Post ; d 
LIT RT JET - SCRAM 015 H POST/SHOOT 


оон ooó | 


оороо 


оороо 


031 F & H SHOOT 
DART RT SCRAM ЕТ 031 Е&Н SHOOT 


! ООНОО 
О 


031 WHIP F & HSHOOT 
DART RT SCRAM RT 031 WHIP F&H SHOOT 


ó Sert 


031 DBL WHIP Е & Н5НООТ _ 
DART RT SCRAM RT 031 DBL WHIP F&H SHOOT 


4 parek 
O _ 


161 Y OPTION 


DARTRTSCRAM RT 161 Y OPTION Е&Н SHOOT 


' wl 


оороо 


ಎ 


Notes: 


оодоо 


оодоо 


140 SPOT 


X Outside 1 
Y: Inside 8 
Z: Spot 

F: Shoot 

H: Swing 


оороо 


161 
DART RT - SCRAM RT 161 Y OPTION F/H SHOOT 


OOLIOO 
O 


OB: | ‘ | Notes: 
X Outside 1 

Y: Option 

2: Outside 1 

Е Shoot 

H Shoot 

SPREAD RT – 


SCRAM RT 161 Y OPTION F/H SHOOT 


3 wet 


ooHoo 
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219 F-FLAT 


TRIGGER RT SCRAM RT 219 F-FLAT 


| | OOLIOO 
© O 


FLAG 22 


DART RT SCRAM LT FLAG 22 F&H DELAY (CHARGER) 


11 ಎನಿಸಿ 1 


оороо I 587 


419-619-719 
FLANK RT – SCRAM RT 419 F-WHIP 


"EA 
— — 


OB: Notes: 

X Outside 9 

Y: Inside 4 

Z: Teen 

F: Whip 

H: Swing | 

FLANK RT – SCRAM RT 619 F WHIP FLANK RT - SCRAM RT 719 F WHIP 


3 weed ZG | | 


OOHOO оороо 


525 


DOUBLE RT - SCRAM RT 525 H POST 


qo 
Q Notes: 
’Х Outside 5 Route 
Y: Inside 2 Route 
Z: | Outside 5 Route 
F: Flat 
H: Post - 
OO - ОО ОО H OO 
OO = OO OO т ОО 


-15- 


FLANK RT SCRAM RT 619 Е WHP 


ОВ: 

x Outside 9 
У: Inside 6 
7; Inside 1 
F: Whip 

H: Swing 


оороо 


619 


Oooo 


797 FLAGS 
DART RT CHANGE SCRAM RT 797 FLAGS F&H DELAY 


oopgoo ooHoo 


— — v 


SOMO. oogoo 
O 7 


818 F CHOP 
DBL LEFT FLO SCRAM RT 818 F CHOP 


DOUBLE RT SCRAM RT 835 H CROSS 


№ 
| 


Q 

X Outside 8 Route 
Y: Inside 3 Route 
Z: Outside 5 Route 
Е Flat 
‚Н: Cross 


oopgoo 


SOS ” - о које 
С» 2 U 
Ba 


pi oopgoo 


Notes: 


OO 1) 00 


839 H FLAT/DRAG _ 
DOUBLE RT SCRAM RT 839 H FLAT/DRAG 


| DALLAS 
| DART RT LOUIE DALLAS 


f соробу + 
| OB: | Notes: 
x 
Y: 
F: 
H: 

— 

оодоо соцео 

oogoo | . ВЕ 
| 一 一 


F-SHALLOW 
TRIGGER ВТ SCRAM RT F-SHALLOW 


OOLJOO 


2202 


BRONCO 


Bronco Protection EAE 1-2 
058 SIOÓD ысынан (ಇಇ. a Dua ಟಟ ಲಲ ಪ ಲಪ a 3 
AES AAA 4 
ಯ EAE 5 
078 Pump E Flat. une = заа 6 
Оё aaa йе — — ———— ——— ——— a 7 
EN: а ыла ы ын abad 8 
ДО Ва ea КЛ О ОГГЕ SE ана ОК АСК barik 9 
428 EDT Atari MS 10 
SEAM ATR SA a ್ಸಲಲಲ್ಮ್ಸ್ಸ್‌ ಬ ಚ Sse 11 
ТЕРИЕРИ sa ГГ С қанды EN 12 
535 UE ти лол goad НЕННЕ NLS 13 
ее aA ————— шини 14 
up EE 15 
MEM RET RE 16 
y| oC ""——————— —— ——————— 17 
BAD nee ou Gita dat fe таныр ынны a АА eG 18 
ВИА ————— ——— — ———— Á———— ಯ и 19 
940 F-Shoöt Sneak ANA 20 
ОВО окото а рӨнӨч 21 


BRONCO RIGHT/LEFT PROTECTION 


А seven man pass protection where the Quarterback will direct the Back and Offensive Line. The huddle 
call will be either Bronco Right or Left. If necessary the QB will redirect the Line and Back at the 
L.O.S. by using the following calls: "Roger", "Louie" or "Solid". 


This can be a direct snap to the QB or the QB may align in a shotgun alignment. The depth of the 
pocket will be no deeper than 8 % yards. 


C.P. TE Alert “Hang” call if aligned on L.O.S. Alert “Go” call. 


C.P. If the QB aligns under the Center the Back and TE should be alert for a "hard" call. If QB is in 
shotgun, no hard call. 


BRONCO RIGHT 
34 | 40 
b M | C M е 
эг... ar ын 
> : ! : Ne ML Q 
о 1990905 o EE ORO o 
| ^© “Solid” PO «soia? 
(7 in Box) (7 in Box) 


TWINS RT BRONCO RT ELEN RT BRONCO LT 
42 42 


Е Т Т Е | 、 
О 0069 ы е е E © 
y "Roger" > O O E “Louie” 4 | О 
Alert “Hard” O d ^S ix Alert "Hard" 


O 


Alert “Hard” 


Alert “Hard” 


Alert “Нага” 


058 STOP F FLAT 
(FUZZ) BUNCH КТ BRONCO RT 058 STOP Е FLAT 


077 FLAG F-OUT 
TRIPLE RT SCAT RT 077 F-FLAG OUT 


Inside 0 Route 
Inside 7 Route 
Flag 


Out 
Check Swing 


NICKEL 077 SPECIAL 
TWINS RT — BRONCO 077 SPECIAL 


QB: 

X | Outside 0 
Y: Inside 7 
7, 7 Flag. 


F: Check Flat 
H: Check Swing | 
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078 PUMP F FLAT 
(FUZZ) BUNCH RT BRONCO RT 078 PUMP F FLAT 


| СН КТ ВКОКСО 087 FLAT 


Q 

X Outside 0 Route 
Y: Check Flat 

2: Inside 7 Route 


F: Inside 8 Route | 
H: Check Swing 


oogoo 


087 


OOOO 


oodoo 


WINS RT BRONCO RT 383 


„ > 


Outside 3 Route 
Check Flat 
Outside 3 Route 


ಸ мкко 


Inside 8 Route 


с огоо 


Notes: 


iH: Check Swing | : 


> 
оороо 


ооцоо 


428 
FLEET RT BRONCO LT 428 LUCKY 


Notes: 


Inside 2 Route 
Check Lucky 
Deep 8 Route 


mt m O 


Inside 4 Route 
Check Flat 


m: 


оодоо оодоо 


00೧೦೦ CODOS 


428 F DELA Y 
p FLEX RT BRONCO LT 428 F DELAY 


Outside 8 Route 
Check Delay 
Inside 2 Route 


Outside 4 Route 
Check Swing 


1 


SEAM 478 
TWINS RT ВКОМСОКТ 5ЕАМ 478 F FLAT HOOK 


ye 
% 
| \5 ! 
<-- 
© - O 

Q Notes: 

x seam 4 Route 

Y: Check Flat 
Y: Outside 8 Route 
г : “7 Route 
18: Check Hook . 

TWINS RT FLO BRONCO RT SEAM 478 F FLAT | БРЕХ RT BRONCO LT SEAM 478 LUCKY 

HOOK 

aD 


yo 


MOS. 


Ji “Бодоод Les > | eo eke, 2 
x ಕ 


E 


BUNCH RT BRONCO RT SEAM 478 F FLAT HOOK 


wo 


0000 
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495 


ТКІР5 RT BRONCO RT 495 H TWIST 


соросф 
D 
ОВ: Notz 
X 
A 
Z: 
F: 
Н: 
೧೦೧೦೦ 00೦೦ 
OOD сева шө 
сэ О 


: 535 STUTTER 
TWINS RT (NICKEL) – BRONCO ЕТ 535 STUTTER - RICKY 


Outside 5 
Check Flat 
Outside 5 


Stutter 
Check Sneak 


548 . 


TWINS RT BRONCO RT 548 КСКУ 


А 
(0-8 9 
2762 4» 

QB: Notes: 
£ Outside 5 Route 

Y: Check Flat 
Z: Outside 8 Route 

: Inside 4 Route 
H: Check Ricky 
BUNCH RT BRQNCO RT 548 RICKY | FLEX-RT BRONCO LT 548 BACKS CROSS 


೧೦೧೫೨೦೦ | oomoo 
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TWINS RT BRONCO RT 585 


Outside 5 Route 
Check Flat 
Outside 5 Route 


Inside 8 Route 
Check Swing 


686 


S RT BRONCO RT 686 READ F RUB SNEAK 


Q 


Y Check Rub Sneak 
Z Corner off 6 Route, Press 9 Pump, Roll 9 Route 


F Inside 8 Route 
H -Check Sneak 


X Corner Off 6 Route, Press 9 Pump, Roll 9 Route 


Nores: 


—> 
Toy 


собоо 


оодоо 


787 


"TWINS RT BRONCO RT 


el 


B ы UNE E E S ss 


Q Notes: 
X | Outside 7 Route 

Y: Check Flat 

7: Outside 7 Route 

F: Inside 8 Route 

H: Check Swing 


TWINS RT BRONCO RT 787 PUMP 


oogoo£ оодоо 


собом l 0030909 
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840 
ЕГЕХ RT BRONCO LT 840 iii 


ul 


(Tango) EEE 


Q 

x 1 Route 

Y: Check Flat 

Z: Outside 4 Route 
Е: Deep 8 Route 
H: Check Swing 


-18- 


\ 


ОВ: 


Outside 8 
Сһеск Ош 


TWINS RT (NICKEL) - BRONCO 844 RICKY 
: Outside 4 
: Inside 4 


сорсо f © 
Check Ош 


\ 
x 
У: 
2: 
Е 
Н: 
TWINS ЕТ BRONCO 894 RICKY 


Ee 


Patriot 
Check Flat 
Patriot 


Inside 6 
Check Sneak 


940 F SHOOT SNEAK — 


Q 

X Outside 9 Route 
Y: Shoot 

7: Outside 0 Route 
F: Inside 4 Route 
H: Check Sneak 


FLEET LT ZIP BRONCO RT 940 RICKY 


STR 


оороо 


BUNCH RT ZIP BRONCO RT 940 Е SHOOT SNEAK 


| Notes: 


Е FLOAT ЕТ ДР SCAT КТ 940 F ЗНООТ 


о 


O 
oono 
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Ё 989 
| TWINS RT (NICKEL) - BRONCO 989 F-RUB-SNEAK 


а 


Notes: 


Outside 9 
Check Rub Sneak 
Outside 9 


Inside 8 
Check Sneak 


NICKEL SCAT 


Scat Protection oa dips Tes ಲ bles rede ಲ m ba аа ಲ್‌ bones 1-2 
人 3 
Эв TRAE TE Пи ಲ ಲ ಚ REDEN ಲ ಚ ಚಚ айдаг 4 
BEE ита уй нд тил називани ин ್ರ ಾ ಚ ಚ ಚಚ ಚ ಚಚ್ಚಿ 5 
O Ат ES NN A BL Td 6 


847 Z Dodge 


SCAT RT/LT PROTECTION 
This is a 6-Man protection system. The line and remaining Back must assume the responsibility of 
blocking at least 6 of the 7 potential rushers. The Offensive Line will Dual Read one of the uncovered 


Linemen to the called side (Right or Left). The Back will block the WLB to secondary blitzer away 
from the call. 


The huddle call will be either Scat Right or Scat Left. However, the ОВ or Center could make L.O.S. 
calls Roger or Louie to direct the Back and Offensive Linemen. 


| C.P. Alert “Sift” to the backside of Roger/Louie. 


The depth of the pocket will be no deeper than 8 % yards. 


SCAT RIGHT 


J 
NS M 
WE МЕЗ w 


о “бороо ~ o © „002008 о о 


TWINS RT SCATRT | ____ DOUBLERT _ ЗСАТКТ 


W M 


Ya J E N 
IRE о 
Alert "Hard" 2 Kandi | 


42 UNDER 


ја $ 
Е y 
OE PEEK 
ыг Alert "Sift" 
QB Call - "Louie" 


HQ 


“Boston” 


O 


Alert “Hard” 


42 OVER 


42 OVER 


O acHoQ. O 


33 STACK 


O 99100 
dre SNC 4 


- 


e 
O 


N 


T, EM 


*5 Down" da | 
Alert "Hard" Alert "Hard" E 
Alert "Hard КР lert SE Alert "Hard Rt" Alert "Sift" 


На 2 339 (NICKEL). 
TWINS КТ-5САТ RT 339 Е-3 DRAG 
ಹಿ 


| 


d quel | 


Notes: 


OB: 

X Outside 3 
Y: Inside 3 

2: Outside 9 

Е Outside 3 
H Check Drag 


385 
TWINS RT SCAT RT 385 Y DODGE 


=> 


x. 
С © = оо 
Q Notes: 
X Outside 3 Route 
Y: Dodge 
Z: Outside 5 Route 
F: Inside 8 Route 
H: Check Swing 
oogoo | оодоо 


до 


2 ____ SCAT 325 (NICKEL 
TWINS RT — SCAT ВТ 525 F-POST 


EEEa 
О 


‘| Notes: 


ОВ: 

X - Outside 5 

Y: Inside 2 

Z Outside 5 

F: Post 

H: Check Swing 


585 Y OPTION 
TWINS RT FLY SCAT RT 585 Y OPTION 


ಚರ ಅದ್ರ ಅ | ] 
— Za | 


Q Notes: 
X Outside 5 Route 

Y: Option 

Z: Outside 5 Route 

Е: Inside 8 Route 

H: Check Swing 


FLEX RT FLY SCAT RT 585 Y OPTION 


= | ೦೧೦೦ 
— | 


oopgoo и собоо 


TE 


847 Z DODGE 
BUNCH RT SCAT RT 847 Z DODGE 


ooHoo © 


egi 


Q 

X Outside 8 Route 
Y: Inside 4 Route 
2: Dodge 

F: Inside 7 Route 
H: _ Check Swing 


OOOO oodoo 


NICKEL ARC 


АТС a ale a KAE 1-2 
396-397-896-89 KAE 3 
748 eK" ЛС КККК КОЛЛЕК КЛ ХОТУ на 4 


ARC RIGHT AND LEFT PROTECTION 


A 6-Man drop back protection. “H” will be responsible for a Dual Read pick up of the Mike to Sam, SS | 


Positions. The Offensive Line will turn to Will, Alert “Hard” call strong-side (to call). If no threat run 
assigned route. 


The depth of the pocket will be no deeper than 8 7 yards 
С.Р. HB vs. Over front, the back will block 17 LB weak to 2* LB strong. 
C.P.: If Sam and Mike dog, the TE is "Hot". 

QUICK ARC PROTECTION 


This is a 6-man protection with the same rules as Arc Right/Left. the Offensive Line has the 4 down line 
men and Will. The remaining Back has a "Dual" read from Mike to Sam. Alert "Hard" if your man is 
in the A-Gap. 


The “Quick” indicates that the QB is taking a short drop, 3 steps, no deeper than 5 yards. 
| АВС НОТ PROTECTION 
5 Man protection with free release by “H”, the call side of the line, Alert “Sift”. 


ARC RIGHT 


C 227 J M C 
W E Eur Е “М, ES 

O O Hod 
оу “Васкег” o 


40 Over Sink 


RM 396-397-896-897 (NICKEL 
TWINS RT (NICKEL) - ARC КТ 396 F-FLAT 


4 


\ 
\ 
\ 


ಅ 


x Outside 3. 
У: Inside 9 
7: Outside 6 
Е Flat 

H 


Check Down 
S RT (NICKEL) ARC КТ 397 F-FLAT ¡TWINS RT (NICKEL) - ARC RT 896 F-FLAT 


oon x 1 | ooy 


TWINS RT (NICKEL) — ARC RT 897 F-FLAT 


оор 4 


TWIN 


748 


FLANK RT ARC ЕТ 748 F-DRAG 
15 = 
DO = O | 
| Notes: 
X Ки ИЗ Route 
Y: Insidz 7 Route 
Z: Inside 4 Route 
Е: Drag 
H: Check Down 
748 F-DRAG 
6 
ОО - O С O - со 
DOLIDO ообоо 
О 
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Scram Protection 


NICKEL SCRAM 


уче ||. | | | | |. | | |. | |. че ооо TELEFON UT нь чо 6060690 зоо сос ва а ро вора офь зо фо своя ಇಇ... FE ಭಟ. оро 


SCRAM RIGHT AND LEFT PROTECTION 


This is a 5-Мап protection system that allows us to free release 5 receivers into a pattern. In order to 
block 5 of the 6 potential rushers, we will Dual Read both sides with the uncovered Linemen. 


C.P. Alert 5 Down call vs. 5-1 Bear. Alert Sift call. 
The depth of the pocket will be no deeper than 8 Уг yards. 
АП hots are built in. 


C.P. Alert Louie or Roger Call by QB. Changes Scram Rt. to Scram Lt. and Vice Versa. 
SCRAM RIGHT 


r= E _DOUBLE RT 5СКАМ КТ 


42 ЕНЕ 7 
М 5 М s 
N E 5 T 2 N ть š ` 5 2, 
`@ O 
b O Т miele: p О O 5 Y 
Alert “Sift” O > Eve 
| | 42 UNDER | 
M 5 
Фо 9೦ರ 
o PORES A 
Alert "Sift" Q ВЭ? 
42 OVER — 142 OVER 


Alert “Sift” O—et sit” Alert “Sift” 


SMOKE 


Smoke Protection .4 1-2 
OH 60 Whip nn IS 3 
ОТО ОООО О К ОО О sasa ize ಖ್ಯ над авлах Er 4 
525 Н.РоБ aaa a ear areara ು ು ~ 5 
555 Z A [EN 6 
585 H ela 7 
YOR n rr rn rn 8 
959 Z Twist ас ಚಚ ಚಚ ಚಚ сл ಜು 9 
990 Н Pump ರಾ ್ಚ್ರ್ರ್ರ್ಮ್ರ್ತಿೀ”ಿೆಓಷ್ರಸಗ್ಬಚ್ವ್ಬ 10 


Bullets Z Chop ಚ  ್ಚ್ಚ್ಚಾಾೋ್ಕ್ಸ್ಪ್ಟ್ಪ್ರ್ಪ್ರಂುಂ , ೈುುುಓಟ 11 


SMOKE PROTECTION 


th a Scat weak. The uncovered Weak Guard or the Center will Dual read 


This is an 7-Man protection Wi 
inside out. 


C.P. If the #4 defender is aligned inside the TE Alert Swoop. 


C.P.: The weakside Back has a free release and he is hot off of the #2 potential blitzer. 


SMOKE/SHOT - This is basically the same protection as Smoke, however, the “F” 1s Hot off of the #4 
potential blitzer strong. 


TWINS RT SMOKE 2 "nan DOUBLE RT SMOKE 2 


22 42 
~ үү М М s 
E T Т, E ? N Е T TE 
5 ppbspob „Фа 9889906 
А С) “Frisco” ' "Frisco" пан 
42 UNDER | Ы | Ва UNDER M PEE eee 
W M M s 


o “oo оо 9906 o 


Ge "Frisco" 


—O 0 Hot off #4 
42 OVER 42 OVER 
M M 5 
GAK GSAS 
(О ма 
> go d 5 O О ® `` = ро O 
ಒಂ Ка О, Hot off #4 
33 STACK не 
w J M J M 5 
bob ` 566 
O к 
o 0209995 ооо SER А 
Х--О Ка (СИ Hot off #4 
33-34 "33-34 
J M 
WE \ SO 66 N x % N i Е. 5 
» N 7260" © О b u M EE 2) О 
“ಜಿ Hot off #4 
5 DOWN 5 DOWN 


Š 
ee s. "Linda" Hot off #4 
O З--О 


Form? 


OH 60 WHIP 
TEX RT MOTION SMOKE RT 0H 60 WHIP F CORNER FLAT 


0 Whip 
Block Protection 
Inside 6 


Corner 
Flat 


— 


070 H-FLAT _ 


FLOAT RT SMOKE LT 070 H-FLAT 


525 H POST 
FLEX RT ZIP SMOKE ET SHOT 525 H POST BE 


EA | 


® ообоск ' © 


e—— 


Outside 5 Route 
Check Flat 
Inside 2 Route 


Outside 5 Route 
: Post 


оороо оороо 


555 Z TWIST 
FLEX RT ZOOM SMOKE LT SHOT 555 Z TWIST H UP 


OOO 


| ”一 
О Notes: 


X Outside 5 Route 
"Y: Check Slow Flat 
7: Twist 


F: Outside 5 Route 
H: Up 


0೦೧೦೦ оороо 


e 
ообоо | ooHo 
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ed 5МОКЕ 585 H CHOICE 
TRIPS RT SMOKE LT 585 H CHOICE 


ООПОО 
€ 


Outside 5 
Check #3 — Slow Flat 


Outside 5 


Check #4 — inside 8 
Option 


оороо ооцоо 


870 | 


FLOAT ЕТ SMOKE LT 870 WHIP H-FLAT 


Kom 
О 


Notes: 


ооноо 


"o NK > 


la» 


оодоо 


959 Z TWIST 
FLEX RT ZOOM SMOKE RT 959 Z TWIST H UP - 


ни 


оодоо ообоо 
оодоо оодоо 
A e ಡೆತ್‌ 


II qK, СС —ña H PUMP 
OKELT АМЕР НОМ НРОМР 


ОВ: 


eh 


оодоо 


BULLETS Z-CHOP _ 
TRIPS RT ZIP SMOKE LT BULLETS Z-CHOP 


ж, 


058 Stop............. 
078 Pump ........... 
Spin Corners....... 
Stack Pass H Out 
Trailer Pass......... 
X Hook Н Out.... 
Flag H-Flat......... 


OTTO 


ಹ ಲ ಚಾರು ೋಸೋೀಿಿಯಿಯಯಬಟೋಿ ಯೂಯಂ ಸ ее есееееееееееееегевееевееевегегегейегеее 
ಹ N AA ಫ ಫೊ оо ва ось ಾಹರ್ಕಾಿಬಿಿಬೆೆಟ್ಟಿಿಿಿಿ]ಿ LAA LLAMA i a 


ಸಟ ಲ ಚ ео ооо оо ddus в ооо понес аьо о о вов оо д и оо воз ооо ито ви АА AAA 


ಹ ЧТ ооо ಲೊ 000066006060060606ЫЫЫ0060Ы 0660.Ш06өеееө 0% еееесеегеееетеевеееееееегеееееегееегееетеееее 
86евввееееееееееевеевевеевесеевиевеевегеевевевевевеееезевегеевевеееегегееееееееееееевевтееегееееееевегееееееегееееевеегег 
сос ооо вова ೌ вое во вое вьюн ооо оо ооо па съ осо ово вов о бе е өеееейерегейевегеееееееееегеееееееееееееееевееевегееееееее 


„о SOROS SSO до зоо чо в ооо вор r ооо IN 


OTTO PROTECTION 
Otto is an 8-Мап pass protection, the Center goes weak when he is uncovered to block the #1 potential 
blitzers call side. The remaining Back іп the backfield blocks Ше #2 potential blitzer call side. The “F” 
blocks the #4 potential blitzer to the offside. The Offensive Line will block Base rules. 


СР: “Smoke Call: “Н” has а free release and is hot off of the #2 blitzer call side. This is basically a 
weak side Scat, with Scat rules. 


C.P. Receivers have no adjustments in Otto Protection. 
“Shot Call” — The “Е” has a free release strong-side and is hot off the #4 blitzer. 
C.P.: Alert Solid vs. 34 Defense, Swoop Call vs. #4 inside Tackles’ box. 


OTTO LEFT 
40 34 
C M SS с J M 
"52545532 ЖЭ ҮЛ: и 
о “0005055 оо 'оопосбе o 
` š “Solid” 


FLANK RT OTTO LT FLANK RT OTTO LT 
40 STACK 42 

M eg 
T E SO 


o Ni ELA NT 


"Louie" 


42 UNDER 


7 H FLAT 


TRIPS RT OTTO LT 7 H FLAT 


| 058 STOP 
FLOAT RT ОТТО LT 058 STOP H FLAT 


007009; 
О / 


Notes: 


Outside 5 
Check Flat 
Outside 8 


Zero 
Flat 


|. .0978PUMPFFLAT _____ 
(FUZZ) BUNCH RT BRONCO RT 078 PUMP F FLAT 


SPIN CORNERS 
TRIPS RT OTTO LT SPIN CORNERS 


5 000000 
O 


Check 4 


ed 
š 


STACK PASS H OUT 
FLOAT RT OTTO LT STACK PASS H OUT | 


ной мемо 


215 


TRAILER PASS 
RT ZIP OTTO LT TRAILER PASS 


Ji esse 


OB: Notes: 


| © 
оороо | | oogo 


X HOOK H OUT 
TRIPS RT OTTO LT X HOOK H OUT 


Е 


оро, 
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| FLAG H FLAT 
TRIPS RT OTTO LT FLAG H FLAT 


೦೦೧೦೦೮4 , 
O 


CUT SPLIT v4 
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NICKEL SCAN 


Scan Protection rre 1-2 
Balloon.................... ООЛО ОКЕ ಕ ೈ MEE 3 
BOB ಸ ——a ಲ ಲ ಲ ಚ್‌ ОККО ОГО Bed шид сб» жыры 4 
Фе по еу. нз EE EEE Ea BE "ERE aea 5 
Dira as Е ಭಾಸ а СТ RS NUN a Ee eti 6 
Сала први оди ಯ ಲೋ ಬ Гу” 7 
NE 8 
КАЛА Ga Ea ataa ыды КГК ОСУ ОЛОК ына Л ОООО 9 
ಆಗ алаан done eO bi АР AA kaiak EE 10 
МЫ ДИК г. E EI ua s ақыры 11 


SCAN RT/LT PROTECTION 2 
This is a 6-Man Protection. The Line and remaining back must assume the responsibility of blocking at 
least 6 of the 7 potential rushers. The Offensive Line will have the 4 Down and designated Backer or 3 
Down and 2 Designated Backers. The remaining Back іп Ше box has the most dangerous from his side 
to opposite side. 


This is a Gun protection and there are no “Hard” or "Shift" calls. 


The depth of the pocket will be no deeper than 8 % yards. 


| SCAN 


40 


# 
— 


LASER - SCAN ROCKET - SCAN 
42 


BALLOON 


ROCKET SCAN BALLOON 


COB 


ROCKET SCAN COB 
18 


ROCKET SCAN CROSS 


Deep 


ROCKET SCAN DIG 


SEAHAWK 


ROCKET SCAN SEAHAWK 


ROCKETSCANSILVER ( 


SLICK 


ROCKET SCAN SLICK 


[жү 


STICKS 
ROCKET SCAN STICKS 


Allroutes 2 yards past the sticks 


BSE 


ROCKET SCAN STOP 
д 13 


! 
| 
i 
\ 


GOAL LINE RUNS 


Poersencscoecssoeceeboseeososseonsectetecesesoopoceoseveeooobpsoocbeseooseenvoscooenopaonevbeacevesoovecesvevevoovssaecsoneeseeseoooetoo ee 


6%%9%66%%6820%6ө6466004-0000Ы0ө 66.6 ее зоо еее о HDHD ово ворс точ в оро ово о ово зоо MSD сч ооо оо оо rr rr фо ео по ков поо чо STONE 9 ee 0 


Load RUE... ининин аини ಚಚ ಚು 
ತಗ RULE а isn er E E 
Blast Tet ОО 


Club. GO RULb iaa ОЛЛО О ಫೀ ಫಚಚಚಚಚಚ ಚಚಚಒಬಬಬಬುು 


6 Inch Split. Wedge. Mw 
Heels at 5 yard. Block away from strong side. 


Heels at 5 yards. Block to strong side. 
Wedge to Guard Bubble. 

6 Inch Split. Wedge. 

6 Inch Split. Wedge. 


LOAD -0RTLT ` GOAL LINE 


6-2 


Block Man On 


FB  - -| Heels at 5 yard. Roll step and block. Frontside LB'er. Target inside number. 


Heels at 7 yards. Roll step - Go. 2nd step is crack of PSG. Attack the bubble, hug movement press hole. 
B Open. Take ball deep to Back. 


Re 
Drive Base Cut-off 
Ge 


Block 1st Force 


GOAL LINE 


LOAD - RT/LT 
6-2 


Block On 


Heels at 5 yards. Roll step and block front side LB'er inside number. 


ТЕ 
B 


Heels at 7 yards. Roll step - Go. 2nd step is crack of PSG. Attack the bubble, hug movement, press hole. 


Open. Hand Ball Depp. . 
Drive Base Cut-off. 


Block 1st Force. 


SCISSORS RT GOAL LINE 


6-2 


40 Joker Weak 


ag Q раш 
eels at 7 yards. 1st set jab, 2nd step is а short lateral cross at crack of On Guard. Under exchange. Attack th 


hubble or read POA 


[RB | e 
| бе“ | Counter Handoff 

Base Block On. 
: 


ase Block 1st Force. 


GOAL LINE 


BLAST LT 


Heels at 5 yds. Open step and attack 
(2 te 2600 O ದಟಟ z 
Heels at . Open step atta 


CLUB G RT 
6-2 


GOAL LINE 


W geza 
СЕ E/T T C 


обо oye 


40 Joker Weak 


Team Wing. Alert Gap. 


Heels at 5 yards. Boss Block. 
Heels at 7 de 18 step is Open, 2nd ge is downhill at inside leg of TE. Stay on course and run until somethir- 


је | 
шог 
P. be 
= pon. Hand ball deep. 
二 一 


"Plug" 
Team with TE. Alert ' Gap" 


GOAL LINE PASSES 


Submarine Pass Rt/Lt 
Act 2/3 Hot – 204 F-Flat 


Fake Lead Waggle Rt(Lt) - X-7 


Slant Pass (Lt)Rt — X-7 F-Flat 


SUBMARINE PASS RT GOAL LINE 


6-2 en 


Block man on. 


Release inside Run route verticle to 2 yds. short of End Zone. Curl in, keep alive along back line. 
Fake Act 2 - Block 1st Defender outside TE area | Mi 


Run hard play fake Act 2 - Block ist ILB'er. - 


Run behind LOS. Negotiate end of line get into EZ 


Run hard play fake Act 2. Z to X or away. 
EE =. 


ACT 2 HOT - 204 F Flat GOAL LINE 


40 Joker Weak 


ОВ | Read F Hot, to Y & X, Find Z. | | 


Fake. Block Dual. 1st ILB'er to EMOL 


Run Slant Angle. Release to Route. | 


Fake гип with Tite inside release, Cross at 2 or 3 build to 5 yards. 


Run Cross at 5 to 8 yards. Look for Rub opportunity. 


Climb to End Line minus 2 yard, Cross if open settle. | = 


J- 


Re 
= 


FAKE LEAD LT WAGGLE RT X-7 
6-2 


GOAL LINE 


ов | Read X to Z, stay on томе for run option. 


Ball Carrier| Heels at 5 yards. Open step, lead with 2nd. Lead Draw action. 


Heels at 7 yards. Open step, 2nd step is at crack of Off Guard. Lead Draw action. 
Block EOL . 


Drive release, run 7 at back pylon. 


Inside & Run 4 along End Line minus 2 yards, stay on move. | 
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GOAL LINE 


TURN 2 HOT RT X-7 F FLAT 


SCAT (EVEN-ODD) 25 


SCAT (EVEN-ODD) PANTHER 


ARC (EVEN-ODD) 96 
COBRA (EVEN- ODD) 91 
ARC (EVEN-ODD) T-SILVER 


DOUBLE 
CAMPO 

20/30 

40/50 

60/70 

SCRAM (EVEN-ODD) 39 
SCRAM (EVEN-ODD) 35 
SCRAM (EVEN-ODD) 66 

ARC (EVEN-ODD)16-17 

ARC (EVEN-ODD) SILVER 
COBRA (EVEN-ODD) 22 
SCAT (EVEN-ODD) COWBOY 


MISSILE 
MISSILE IN 
MISSILE OUT 


TWO MINUTE 


(QB SNEAK) 
(BRUSH) 

(GUT) 

(OUTSIDE) 

(BRONCO 844 LUCKY/RICKY) 

(BRONCO 585) POSSIBLE STUTTER) (READ) 
(BRONCO 989 F RUB SNK 

(BRONCO PATRIOT) 

(525 F POST) 

(339 F 3 DRAG) 

(396 F FLAT) 

(ОК АВС 191 RUN IT F SEAM) 

(T-SEAMS) 


(QB SNEAK) 
(BRUSH) 

(GUT) 

(OUTSIDE) 

(839 H FLAT DRAG) 
(835 H CROSS OUT) 
(666 F POST SWING) 
(616-717 Е FLAT 
(SEAMS) 

(QK ARC 222 F SLANT) 
(Y OPTION 5 - 18) 


(CHARLIE ALL СО) 
(CHARLIE #1 IN) 
(CHARLIE #3 OUT) 


SCREENS 


Flank RT Arc RT Rose 19 

I RT Zip Act 2 HB Screen LT 
Flex LT Bronco RT River 
Irish 

Fake Pitch Quick Screen to X 
Rose 19 


FLANK RIGHT ARC RT ROSE 19 


ОВ: 5 Step drop, bail and screen to HB 


Run Go route and block deep 1/3 vs. man (same); vs. C2 block deep % Safety. Outside release 


Block Deep middle 1/3 
Run Teen route, turn to block if you don't get the ball. 


Release with width and block deep 1/3 
Block Arc protection and get to Screen route 


X 
Y: 
Z: 
F: 
H: 


. ТВТ ZIP ACT 2 HB SCREEN LEFT 


Fake Act 2, settle and get deep. 


Block deep 1/3, vs. C2 outside release, block deep Уг 
Block deep man your side % to 1/3. Vs. Man run off and block 
Run 2 Route, look for middle Safety or Mike LB. 


Block Act 2, if SLB drops, release up field, set up to block him as he comes to ball. 
Block Act 2, if MLB dogs, bang and get screen. | 


FLEX LT BRONCO RT RIVER __ 
1 
1% 2, 
5 


% 
% 


5 Step drop, bail and screen to НВ 


Block deep % vs. c3, vs. 2 outside release block deep % Safety, vs. Man block man over 
Block Bronco, Run 3 routes, 6 to 8 yards 
Block weak side LB after running inside 6 route. 


Block deep 1/3 vs. C3, vs. 2 outside release block deep % Safety, vs. Man block man over 
Block Bronco, read oG & OT to get set up for screen 


IRISH SCREEN 


3 Step drop, throw to screen receiver on up field shoulder. 


Screen Receiver: Sell release only two steps, 1 yd, get back behind LOS 1 or 2 yds., 
come under control for reception, look for up hash break and be a runner. 

Release: Block Sam Hang or Out: 

Block Deep Man my side. 


Release, Block Man my side. 
Release block Man on or in coverage on screen receiver X. 
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FAKE PITCH ОК SCREEN TOX 
FAKE PITCH QK SCREEN TO X 


Notes: 
2BK & TE - FB CH 3 PROTECTION 

1 BK & BE- CH 3 PROTECTION 

1 BK NO TE - ARCLT PROTECTION 

NO BK & TE - ARC LT HOT PROTECTION 


FAKE PITCH THROW TO X 


RECEIVE BALL & GET INTO SCREEN 
BLOCK PROTECTION 
BLOCK #1 


BLOCK PROTECTION 
FAKE PTICH 


OFF GUARD - ALERT "HARD" 
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FLK RT ARC RT ROSE 19 


FLK RT ARC RT ROSE 19 


SPECIAL PLAYS 


Stretch Pass Protection nike een 1-2 
Scissors Pass Protection AEA 3-4 
Pitch Pass. X Statt un ui ee 5 
Lead Draw Hitch Read. unseres 6 
Lead Draw: keia 7 
TOSS e, AAO 8 


STRETCH PASS PROTECTION 
This is a play action pass off of our Stretch run play. It is imperative that the blockers sell the run play. 
This protection will be used with an Alert to protect against the 7% man in the box. If we are aligned in 


Deuce formation we can run the play because our FB will be in position to block the 7* defender. 


C.P. The faking back will make a great fake and look to block the SS, no threat, run flat. 


STRETCH PASS RT 


7 In Box = Alert Y 


NICKEL DEUCE PERSONNEL - NO NEED TO CHECK 


6 in Box 


____5ТКЕЕТСН PASS RIGHT X и | STRETCH PASS RIGHT ` 
2 2 


UNDER WINK үү M 


ср тт ве 
O 9007000 


"7 in box, QB Check ಈ 


SCISSORS PASS RT/LT PROTECTION 


A play action pass protection off of our Slant Scissors run play. The offensive line should block exactly 


like Slant Scissors. The Fullback 15 responsible for the WLB. The Halfback must make a great fake and 
look to block SS blitz. 


C.P. Vs. 34 defensive front you will now block “Jack”, the line will turn to WLB. 
HB — Look to help the TE if Bubble over Offensive Tackle. 


“44 


| SCISSORS’ PASS RT/LT = 
SCISSORS T PASS ІТ. |. PROTECTION — SCISSORS PASS КТ 
40 | | | 


"Backer" 


X SLANT 


I RT PITCH PASS RT X SLANT 


| HITCH-READ 
IRT LD DRAW PASS RT HITCH READ 
Ж ч 


ON ` 
vs. Press or 2 ~ 


@ ೦೦೧೦೦೦ 


ws 


| И PATRIOT 
IRT LEAD DRAW PASS RT PATRIOT 


£ *. 
( ೦೦೧೦೦೪ | 
i. 15 | 


A SS 


_ TOSS PASS 


ILT TOSS PASS RT X-7 


RED ZONE 


Page 

Spin Comers TTUT 1 
KABRA 2 
Squirrel 58 Special rr TT 3 
438 Run It F TOUS rr rr rr rn 4 
СА» ИПА 5 
Squirrel 54 EEG, e TT TT 6 
ОН 60 Whip TT 7 
X Hook BOO err rr rr rr 8 
Sprint RT OH 17 rr и 9 
416 Wheel Е DESEO 10 
ОСИЕТ дэлхийн 11 
2 ОН 2 Sakes/PUMPS 7”? ರರ ненен 12 
13 


Speed ಆ een He 


SPIN CORNERS 
TRIPS RT OTTO LT SPIN CORNERS ZE с 


О "| Notes: 

X Spin | 

Y: Block Protection 

.2: Spin 

F: | Comer 

H: Corner 
ОО = OO ОО ಗ್ರ оо 
OO = СО ОО = OO 


rn 


FAR RT ZING QUICK. ARC RT 131 F-SEAM 


X | Outside 1 Route 
Y: Inside l Route 
Z Outside 1 Route 


Е: Seam 
H: Check Down - 


оодоо ообоо 


особом оороо 


SQUIRREL 58 SPECIAL 


" 


Ч 


O 
oono 


NEAR RT ZIP SCAT RT SQUIRREL 58 SPECIAL 


А \ 4 
\ А 2 — 
人 
YE 


Q | Notes: 
X PostCorner | 
Y: 
Z: 
F: 
L H: 2 
OO 一 OO оо со O 


К 


оороо 


438 RUN IT F-TWIST 


АВ ВТ LIZ 438 RUN IT F-TWIST 


! EO > 
| | 
| i 
| R [= 
ө og” ಅ 
ЖЕТІ МО 
© 


6) | | Notes: 


X Outside 4 Route 
Y: Inside 3 Route 


7: Runk8 
F: Twist : 
H: Check | 


оодоо oonoo 
೦೦5೦೦ | | ообом 


585 У DODGE 
T FLY SCAT RT 585 Y DODGE 


Q Notes: 
X Outside 5 Route 
Y: Dodge | 


Li Outside 5 Route 


F: Inside 8 Route 
H: Check Swing : | 


оодоо | сорео 
оороо оодоо 
Lk 


SQUIRREL 54 F-POP 
TRIPS RT SCAT RT SQUIRREL 54 F- POP 


Post Comer - 


Outside 4 Route 


Pop 
Check Swing 


0೦೦5೦೦ 


оодоо 


OH 60 WHIP 
TEX RT MOTION SMOKE RT 0H 60 WHIP F CORNER FLAT 


оороо 
o9. 


0 Whip 
Block Protection 
Inside 6 


Corner 
Flat 


X HOOK H OUT 
TRIPS RT OTTO LT X HOOK H FLAT 


| | 
РА 
сопос 
O 

ОВ : Notes: 
x 
D 
2: 
P: 
Е: 

oogoo оодоо. 


SPRINT RT ОН 17/16 
FAR LT SLOT ZOOM SPRINT RT OH 17 


| Notes: 


ДЕ 
E: : 
FAR LT SLOT ZOOM SPRINT RT OH 16 


Se оодоо 


© 
oopgoo | oono 


A 
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| | SEAM 416 (RED AREA) 
ЕАК ВТ - RIP 5ЕАМ 416 WHEEL F-DRAG 


ಅಹ ಅ ಈ 
O 


Outside Seam 4 
Wheel 
Outside 6 


Check Drag 
Check Swing 
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| 191 
FAR RT ZING QUICK АКС RT 191 PUMP F SEAM 


оодоо 


Ee » 5 oo 
> OH 
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оороо 


оодоо 


| | 20H2 SHAKES/PUMPS 
DEUCE RT CHARLIE 10 2 ОН 2 PUMP F SEAM 


| 


OOF ೦೫% 


Z Pump 
Check Slow Flat 
2 Pump 


Q 
x 
У: 
2: 
F: 
H: 


Seam 
Check Down | я f | 


DEUCE RT CHARLIE 10 2082 SHAKES F SEAM 


се ob cur aid 


EO 


SPEED 


“TWINS RT FLY SPEED RT RUN IT 


Notes: 


OB 

2 

Es. 

TWINS RT FLY SPEED RT ма: TWINS КТ ЕГУ SPEED ЕТРОМР 


af! mI 


A 


